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It’s December—finally, 
here come the games? 


llow me to go on a bit of a rant. 
While it’s great that we've got 
loads of fantastic PS2 titles coming 
| this holiday season, it really ticks 
me off that nearly half of the 
year’s games are released for Christmas. It’s 
true that this is the busiest shopping season 
by far, but that also means that this is the 
most competitive time of the year. There are 
maybe five to ten games that are going to be 


MEET 


the 


TEAM 


Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... 


aa 





at the top of most everyone's “must-have” 
list, and a lot of other really good games 
aren't going to get a fair shake. If these same 
games had come out earlier in the year when 
the field was wide open, then publishers 
would be happier with the extra sales and 
gamers would be happier with more new 
games during the year’s dry spells. People 
play games all year—when are publishers 
going to finally realize this? CHRIS SLATE 


STEPHEN FROST 
SENIOR EDITOR 


LIKES: Fighters, Adventures 
HOBBIES: Cat Wrestling 


Ever drive too fast? 
Sure, every night | jump 
into my Lancer and race 
down the 101 at well over 
60MPH. I’m extreme! 


BILL DONOHUE 
MANAGING EDITOR 


| LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


Ever drive too fast? 

Gee, I don’t know... | guess 
that all depends on the 
CHP’s definition of fast... 
and if they can catch me! 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Shooters, Racers 
«| HOBBIES: Building PCs 


* Ever drive too fast? 

I’m always too busy 
checking my race position 
and the lap number to look 
at the speedometer. 





DAN FITZPATRICK 
ART DIRECTOR 


LIKES: December weather 
HOBBIES: Fixing the lawn 


| Ever drive too fast? 

,| When you commute 100 
miles to work, you need to 

| drive fast. But not fast 

_| enough to get a ticket (yet). 
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I'll stare 


a Vvieleogarr7e 
covnpary that 
only releases games 
during months where 
there /sr7’t ary 
covmpetition! 


Ml 
be rich! 


Ah, 
screw it-- 
I'll just put it out 
against G74: 


Vice City. 
SON 
Ss: . 


Editor-In-Chief 


Adventure games, plat- 
formers and everything else 
Comics, hoops, J-Pop, 
movies, anime, DVDs, drawing 











I’ve gotten up just over 90 mph, 
but never touched 100—I’m 
afraid of causing a sonic boom. 
What? Yeah, | got good grades 
in Science class, why? 


ERIC BRATCHER 
ASSOCIATE EDITOR 


LIKES: RPGs, Weird Imports 
HOBBIES: Hunting turtles 


Ever drive too fast? 

| Never. | used too, but too 
many tickets curbed that 
habit. Besides, my old truck 
would probably explode. 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: The color bleen 
HOBBIES: Making up colors 


Ever drive too fast? 

You know that guy who 
does 42 in the fast lane on 
the freeway? The one with 
the funny hat? That’s me... 


ere at PSM, we loves us some racin’ games. So, when a really cool one comes along, 
H: get considerably amped up. After what we’ve seen of Rockstar’s Midnight Club 
2, our excitement if off the charts—just wait until you get a load of these screens! 
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KATEBOARDING CHALLENGE! 


YOUR CAREER 
WHAT YOU 


MAKE OF IT... 





14 of the world's top pros 
challenge you to prove 
your skills. 





Featuring songs by N.W.A., Offspring, and System of a Down. 
Official Strategy Guide available from Brady Games. 


* Online play exclusive to PlayStation®2 computer entertainment system. 
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Re : PlayStation® 2 computer entertainment system screenshots shown. 


"Groundbreaking and brilliant..." 
"Neversoft has another masterpiece on its hands." 


-Official PlayStation Magazine (#60) 
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Tons of new goals in the All new tricks - skitch behind New multiplayer and online modes 
deepest career mode to date. cars, skate on moving objects, including Score Challenge and 
and transfer over spines. Capture the Flag!* 





Tony Hawk's Pro Skater™4 is the ultimate challenge. Pros challenge you to os your 
mark in huge free-roaming levels, taking on 190 progressively harder goals with no 
time limits to hold you back. Decide when you're ready to take on your Pro Challenge | 
and move into the pro ranks, where it's a whole new game. Build your skills, earn 
respect, and show that you've got what it takes to Go Pro... 





a xe0x GJ 
" GAMECUBE... 
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Compatible with Playstation® game console and compatible 
with Playstation® 2 computer entertainment system is « : 
Vicarious 


Visions” 
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AUTO MODELLISTA 


We bruise our thumbs on caacor! S racer 
for days on end—here’s what we found... 


utlaw racers and fiery crashes—do 


you have the guts to get behind the AQ) ic METAL GEAR SOLID 2: SUBSTANCE 


] e year’s edgiest racer? ie Super-cool new intel on the game’s new 
Whee! OF the year's Saplest facer : =e features, including the return of Meryl! 
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| at Japans ‘ eee 


y graphics that push the PS2 past its limits! 
biggest Which one 


annual 
game 
show! 





SILENT HILL 3 
Konami's horror show is back to screw with 
your head, and it’s even nastier than before. 
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SUURGES SAY CAPCOM 
JAKS A NEW SURVIVAL 
HORROR SERIES... >> 50,19 


4 BURNOUT 2 Some of the best | 
racing—and crashes—ever seen. 


A SLY COOPER Is this the start 
of a top new series for Sony? 


a NBA LIVE EA's added a lot of | 
really cool new stuff this year! 


4RED FACT iON The sequel lives 
up to the amazing original. 





is the magazine for the gaming elite—the hardcore gamers that support and drive 
this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 
family” or waste space interviewing movie stars that have nothing to do with games. 
That’s just not what we're into. 


is also proudly independent. We have no official corporate sponsor, so you can trust 
that our reviews and opinions will always be 100% our own. Our readers always come 
first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
PlayStation 2 gamer, who deserves nothing less. Now let’s get this issue going! 
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his year’s Tokyo Game 
Show may have been the 
smallest the event has 
ever been, but at the 
end of the day, there 
was plenty to see and 
play, and enough diehard Japanese 
gamers flocked to the two public days 





to ensure massive lines to play the 
most popular titles. 


SURPRISE, SURPRISE! 


Two surprises were revealed early on. 
StarCraft: Ghost, a third-person action 
spin-off of the mega-popular PC 
strategy game, was demoed behind 
closed doors and shows promise. 
Sega made our dreams come true 
with Virtua/-On Marz, a home-only 
entry in the series featuring modes 


WHAT DO 
YOU THINK? 


We asked visitors to 
Wwww.psmonline.com what they 
think of the PS2 online experi- 
ence so far. From the looks of 
things, it’s a hit—now Sony needs 
to ramp up production of hard-to- 
find Network Adapter itself! 


designed for single players. Sega is 
planning an arcade-style Twin Sticks 
peripheral, although the PS2’s Dual 
Shock 2 should be able to comfort- 
ably replicate the device (something 
its configuration at the show wasn’t 
set for, strangely). 


SONY’S 

SUBDUED SHOWING 

Sony, for all its billions of dollars, had 
the most low key booth at the show. 
The company focused on Dark 
Chronicle, with a large array of 
playable kiosks, and also made some 
noise regarding Ratchet and Clank. 
Most other titles on display mean little 
to American gamers, except for Minna 
No Golf Online—that’s Hot Shots Golf 
here in the States. Sony was also 
showcasing the latest limited edition 
PS2: a sort of translucent, “milky” 
white machine that will go on sale in 
Japan later this year. 


THIRD PARTIES 
MAKE SOME NOISE 
Beyond the Sony booth, this was still 


the PS2’s show, as usual. In the 
Konami booth, Metal Gear Solid 2: 
Substance and Z.0.E. 2 got the video 
wall treatment, drawing large crowds 
at all showings. Z.0.F. 2 made its 


Laie oo | 
to it (10%) 


Fun for a -——----e 
while (16%) 


Huge disap- 
pointment (21%) 
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VIRTUAL-ON MARZ 
Capcom e Spring (Japan) 

Finally, a new game in Sega's 
excellent mech battle series in being 
made—and for PS2, no less! While 


the robots themselves looked great, 
the environments (admittedly early in 
development) left a lot to be desired. 
Even so, we can’t wait to get hold of 
this game with the new Twin Sticks. 








STARCRAFT: GHOST 
Blizzard @ Fall 2003 
Not a lot was shown on Blizzard's first 


console action foray, but what we did 
see left us impressed. It doesn’t play a 
thing like the PC real-time strategy 
title on which it’s based, but the 
frantic third-person gameplay and 
atmosphere-heavy environments 
show a lot of promise. 





playable debut and, with better control 
and camera work and just about the 
best graphics we've ever seen on the 
PS2, was one of the show’s highlights. 
Also playable in the Konami booth was 
Silent Hill 3, which was early enough 
for the trailers to be more impressive 
than the playable demo. 

Outside the Konami booth, 
gamers took a strong liking to the 
Sega booth and its enclosed stage 
area, which housed creator interviews 
and presentations. Sega showcased, 
alongside Virtua/-On, the updated 
Shinobi (reviewed this issue), and the 
PS2 remake of Sakura Wars. The 
latter title was the biggest draw at the 
booth, with three-hour lines. 

Next to the Sega booth, Capcom's 
big titles were Devil May Cry 2 and Red 
Dead Revolver, both of which have 
improved since their debuts at E3. 
DMC2 brings back all the style of the 
original, and plays similarly as well, with 
a few new moves for Dante. In contrast, 
Red Dead Revolver, with its western 
setting and gun shooting action, feels 
like something a bit different from what 
we've played before. 


Final Fantasy X 


Side Story 


Final Fantasy XII at the show, 


hile we didn’t see hide nor hair of 


RPGS IN THE SPOTLIGHT 


Role playing games were the show’s 
biggest draws, with the PS2’s big 
three of 2002 each requiring two 
hour waits. Square’s Unlimited Saga 
was one of the most beautiful titles 
we've ever seen, making use of a new 
graphical paradigm that looks like a 
cross between 2D and 3D. Namco’s 
Tales of Destiny 2 and Enix’s Star 
Ocean 3 are more traditional, while 
still managing new ideas. The Namco 
title feels and looks similar to the 
ancient original, while the Enix title 
impressed us with its action-oriented 
battle system and all-around polish. 





IT’S NO E3, BUT... 

TGS may have been smaller this year, 
but it still had all the energy we've 
come to expect from the event—the 
booth girls, the gamers dressed as 
their favorite characters—and looking 
back, the game lineup was just as 
strong, if not stronger than ever. Keep 
your eyes peeled for our “best of 
show” picks to arrive in the U.S. in the 
coming year, and in the pages of PSM 
before you can say “TGS 2003!” 





Square did debut the first teaser 
for its upcoming side story (or spin-off) to 
Final Fantasy X. From what little is known 
at present, the game will focus on Yuna as 
the main character (shown wielding two 
handguns and wearing skin-tight shorts, no 
less!) and use the FFX game and battle 
engines—so don’t expect a big departure 
from the norm, despite Yuna’s pistols. Two 
new, yet-to-be-revealed characters are also 
shown in silhouette on the poster. 


UNLIMITED SAGA 


Square ¢ Winter (Japan) 
One of the prettiest RPGs we've ever 


seen, this new Square title aims to 
shake up the genre. Dungeons aren't 
explored freely; certain key areas of 
them are tackled in sequence, and 
Square claims the battle scenes are 
“drawn” on the fly without using 
sprites or polygons—weird! 





Pistols, hot pants, and a long ie 
ponytail—is it Yuna, or Lara Croft? SB ig: 
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FIRST LOOQK 


» Next-Gen 
» DVD for 
» PS3? 


Sony's amazing new 




















he future of DVD has a color, and it’s blue. 
Recently revealed at a Sony technology showcase 
in Japan, the so-called Blu-Ray DVD format is part 
of a multi-company effort, which includes PS2 
partner Toshiba, and promises to make the current DVD 
format look like the data-storing equivalent of a thimble 
in comparison. 


AN OCEAN OF DATA 


side, the new format will be capable of cramming 23GB" 
onto one side of a single disc, which is housed inside of a 
plastic “cartridge” of sorts,.Not only that, but the technolo- 
gy is being designed as a recordable medium and fully 
HDTV-ready from the get-go. 

According tovits creators, the format is pegged to hold 
15 hours of DVD quality video or 3-4 hours of HDTV 
content. For recording, it will be rewritable, just like = 
current-day VHS tapés—only without any of the annoying 
rewinding, of course. Blu-Ray discs won’t play on current 
DVD players, but players designed for them will be 


Blu-Ray disc is huge-and it 
could be in the next Playstation 


Compared to the current DVD format’s nine sigintes per 


backwards-compatible with original DVDs and CDs. we F 


Hinata nlite 


<< Blu-Ray DVDs 
are encased in a 
slim cartridge that 
fits snugly into the 

drive tray of the player. 
As the label on this one 
indicates, multiple movies 
can fit on one disc. 






























PART OF THE PS3 PICTURE? 

The format is still a way off even in its video-only form, but 

it’s nevertheless in the official running (against what else 

we don’t know) for the data storage medium used by PS3. 
The potential is impressive, to say the least. Since it’s 

rewritable, the PS3 wouldn’ t necessarily need a hard disk 


drive like the one PS2’s going to be getting—each game 
~ disc could simply have its Own writable space. Of course, 
blank discs could always be used for downloading content 
from: the Internet or for using PS3 like a TiVo to record 





“TV programming. 


PS3: EVERYWHERE YOU WANT TO BE? 
There’s also word this month—from Sony itself—that PS3 
might not just be limited to the console domain. A 
spokesman for Sony Computer Entertainment went on 
record saying that PS3 could take the form of an operating 
system that could run on a variety of devices, allowing them 
to play PS3 games. 

So, instead of a PlayStation with DVD capabilities, you 
might have a DVD player with PlayStation capabilities. Or a 
toaster that can play Final Fantasy? Hmm... 




















| 
GREEK BAN 
ON GAMING 
It was widely reported this month 
that Greece had completely 
banned all forms of electronic 
gaming, suggesting that 
unknowing tourists might face 
arrest for possessing Game Boys 
or playing Minesweeper. A Greek 
embassy spokesman confirmed 
the law, but said that the legisla- 


tion applied only to “games that 
encourage gambling” 


SHALLOW GAMES 


We've been noticing an unusually 


high number of pretty, but incred- 


ibly shallow games lately. Maybe 
it’s the old “PS2 learning curve” 


again: new developers putting too 


much effort into getting great 
visuals, but being left without 
enough time and resources to 
create good gameplay. 








RUMORS 


PS2 PRICE 
DROP IMMINENT? 


Could we see two PlayStation 2 price drops within 
the same year? That’s what we've been hearing lately 
from retail sources. According to buzz behind the 
counter at the nation’s retailers, they’re being told to 
prepare for another $50 to be slashed from the 
PS2’s price tag in time for Thanksgiving—just in time 
for the holiday rush. 





NAMCO’S 
FIRST FPS 


Now here’s an unlikely pairing: Namco and the first- 
person shooter genre. It sounds strange, but if rumors 
out of Japan are to be trusted, the fighting and racing 
game masterminds are hard at work on a Japan- 
developed FPS for PS2. Unfortunately, the rumors 
don’t hint at what exactly it’ll supposedly be about, 
but it’s nevertheless a very interesting rumor. 


SURVIVAL HORROR 
REINVENTED 


A new evil is about to take up residence 
at Capcom, or so we've heard. Our 
deep-cover sources relay word that the 
house that Mega Man built is working 
on a brand new survival-horror series... 
that isn’t Resident Evil, Dino Crisis, or 
even the upcoming Clock Tower 3. 


PS2 MISSES OUT 
ON MGS3 TRAILER? 


We're having to wait for Meta/ Gear Solid 2: Substance 
(Xbox gets it first), but now there’s word that 
Microsoft’s console may actually get one very special 
extra that PS2 fans won't. Word making the rounds is 
that the first trailer for Metal Gear Solid 3 won't debut 
on PS2. However, that doesn’t mean the game will 
come to Bill Gates’ box first—it’s still on track to hit 
PS2 before heading to any other systems. 
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WHAT YOU 
SHOULD BE PLAYING 


1. Ratchet & Clank 


Action platformers have seldom been as big or 
bold as this far-out intergalactic adventure. 


2. Burnout 2 


The speed, the control... everything about this 
eye-popping racer is just plain fun. 


3. NBA Live 2003 


If you can only play one hoops game, this one 
just inches out Sega’s super-solid NBA 2K3. 


4. SOCOM: U.S. Navy SEALs 
There’s still loads of fun to be had online from 
this tactical squad-based shooter. 


5. Sly Cooper 
Sony’s new hero will steal your free time with 
super-challenging time trials. 


TURTLE 
POWER! 


evin Eastman and Peter Laird’s comic book 
heroes on a half shell are kung-fu kicking 
their way back into the videogame world, 
compliments of Konami. Responsible for 
the original (and still thoroughly “radical”) TMNT 
arcade game and subsequent console offerings, 
Konami has re-obtained the license and is working on 
new games based on the new Fox Kids series 
debuting next spring. 
The games, like the 
series, will revolve 
around a team of four 
turtles—Leonardo, 
Donatello, Raphael, 
and Michelangelo— 
transformed by 
radioactive goo into 
ninjitsu-using crime 
fighters out to stop 
an evil mastermind 
named Shredder and 
his Foot Clan. 
The turtles have a 
new look, but 
Konami isn’t saying 
just yet what form 
the games will take. 
What’s for certain is that we probably won’t find out 
until next E3—and the games won’t hit until fall or 
winter of 2003. That said, we can only hope they’ll 
be as good as the arcade and SNES games. 



























































Konami's very first Teenage Mutant 
Ninja Turtles game debuted on the 
original 8-bit NES, and was followed by 
bigger, better arcade and SNES titles. 
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eet the New 
SM Online! 








rinted pages can only 

hold so much—that’s 

why we created an 
online sidekick to the big 
daddy mag you hold in your 
hands, and we called it PSM 
Online (clever, eh?). Now our 
own little piece o’ the web is 
even better than ever, thanks 
to a fresh coat of paint and 
the official PSM weblog, 
which is kinda like the 
captain’s log from Star Trek, 
only without the stardates 
and cool voice-over. And 
while it doesn’t keep track of 
the Klingons circling around 
Uranus, it will let you know 


what's going on in the world 
of PSM—from sneak peeks at 
what’s coming up in the next 
issue to our thoughts on 
current gaming topics. 

You'll also find cool 
desktop wallpapers, 
interactive polls, discussion 
forums, chats and special 
Randy’s Tips of the Month 
that you won't find in the 
magazine. Plus, it’s also 
where you can send us your 
submissions for our new Talk 
Back section in the mag. So 
swing on by at 
www.psmonline.com—it’s 
totally free and totally PSM! 


Unless you have a laptop, you can’t take this PSM into the bathroom. 


" __ VERSUS MODE | 















ROUND ONE: Background 


| Akira: Stoic Japanese martial Shakira: Sultry Latin American 
| arts master with fists of steel pop star with buns of steel 








| Akira: Created by Yu Sukuki of 


Shakira: Created by Esteban 
| Segas AM2 division 


and Nidia Mebarak of Columbia 


ROUND TWD: In the Field 


| Akira: Knocks out opponents Shakira: Knocks out men with 
| with his expertly-honed moves ner sexy, on-stage moves 


4 
q 
i 
, 








| Akira: Most powerful move is Shakira: Most powerful move is 
| his “Stun Palm Of Doom” her “Rump Shake of Doom” 











ROUND THREE: Little-Known Facts 


Akira: Appeared on the cover Shakira: Appears on mags 
| of PSM wearing karate clothes wearing hardly any clothes 





Shakira: |s a real, live woman 


| Akira: Is a videogame 
| character 
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Talk 
BACK 


Memorable gaming 
moments-we all 
have ‘em. Let’s 
hear yours: good 
or bad. 









MORTAL 
_ KOMBAT: 





Answers will appear in 
esmMv NEW FATALITIES, 
FEATURES & GORE! 
enter BU ye 
analbtonn REVIEWS SPECIAL! 26 N 


fellow PS 


“- 


KINGDOM HEARTS COMPLETED! WRESTLE MANIA! 


weblog 


Welcome to the new PSM Online! 
september 17: It seems like I'm saying that at least once or twice 3 year, 
but this time we've settled on a site design that we feel like sticking 
with, We wanted a site that we could manage and update regularly, that 
wasn't too ambitious considering how busy our day job is. Here you can 
get your first peek at the next issue, vote on our Reader Polls, cruise 
the forums, voice your opinions in the Talk Back section and. of course, 
subscribe to America's best PS2 magazine (as if you hadn't already!), 
Oh, and we'll be jotting down personal notes from time to time, in this 





very space. 


We hope that you enjoy the new site -- be sure to let us know what you 
think! And a big thanks goes out to PSM Art Director extraordinaire Dan 
Fitzpatrick, for single-handedly putting the whole thing together! Chris 


Slate 





* Capcom Dances with the Devil 

September i2: We recently jetted to Capcom’s main offices in Osaka, 
Japan, to check out a bunch of new titles, inluding Devil May Cry 2. The 
biggest news is that Dante has been given a wide selection of super- 

i x Mag acrobatic new rnoves, First, there’s the ability dual-target, trick shooting 
PC Gamer at one enemy in front and one behind, or just crossing his arrns to 
make emptying both barrels at a single enemy look cooler. 








reader 


POLL® 


We want to know what you're 
thinking! Results appear in 
next month's Monitor, 





If you've played PS2 
online, what do you 
think so far? 


=s 6 ms 
| ~- select 3 


[vote!} current Results 








Powered by 


SPARKLIT 





» Randu’s 
0) TIP ot ine 
© MONTH 


Now that PlayStation 2 is 
online, and you're going 
to be playing against 
complete strangers, it's 
more important than 
ever to wear clothes 
while gaming. 


desktops 








fFINAL PANTAST 
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Jester Makes More Music 


The music-making interface is getting a more 


aesthetically pleasing 





onsider yourself an 

up-and-coming 

maestro? The latest 
version of U.K.-based Jester 
Interactive’s superb program 
Music (known as MTV Music 
Generator here in the States) 
aims to make it even easier to 
make pro-quality tunes on the 
the PS2. 

Music 3 (working title) will 
include the ability to sing a 
melody into a USB micro- 
phone and have it translated 
into an on-screen sequence 
that can then be played back 
by any instrument you 
choose. Plans also call for a new “DJ Supermixer” 
mode, featuring six virtual turntables that can be 
used to mix tunes on the fly, and the ability to 
assemble your own 3D rendered videos to 
accompany your songs. A U.S. publisher has yet to 
be announced, but Jester expects Music 3 to hit 
these shores this winter. 


enw m 


Steen wesoe mw, 


mn ewwa 


a eed 


It’ll be possible to assemble trippy music videos from 
real-time 3D clips, such as this dancing bunny. = 


www.psmonline.com 


and user-friendly 





) makeover. 

















IN YOUR WXRLD. 
LAY IN OURS: 
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THE EYE OF es 


Possessing 217 facet 2s weigh ‘ me of this immaculate 
diamond comes fre ve legen 1ah of Persia stote it 
fron the ey F : ansom for his-nicce 
the Princess Advi Sara to the Sultan of Kashmir whe had) ahdyeied hes 





- 5 | 
raccoon. Because when you're as good as he is, grabbing priceless jewels and emptying casinos is like taking candy from a baby. 
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O MOST DANGEROUS FUGITIVES 


SEE WHEN THEY HAVE NIGHTMARES? 
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DUNT! 


»sTARWARS 


template 


iC 


re fast, you're 


> you’ 
ing comes between you and your prey. 


're Jango Fett, the most ruthless bounty hunter the 
galaxy has ever seen. They made you the genet 
of the clone army for a reason 
lethal and noth 


You 





Fly, fight and tear your way through 18 levels on 





lds that make up the seedy underbelly 
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STARWARSBOUNTYAUNTER COM 
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of the Star Wars universe. And teach the galaxy's most 
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ai Star Wars Web Site 
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This is your one-stop spot to get a handle on the best stuff headed our way. 


Please keep in mind that release dates are always subject to change. 





PUBLISHER 








TITLE GENRE 
ster eT 
RPG 

Sports 

Fighting 

Sports 

Misc. 

Action 

Sports 

Sports 


A You'll be able to motor around Dark Cloud 2’s game world in this 
unique walking machine, which should also come in handy in fights. 





24 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #65 DECEMBER 2002 

















len 


Armada 2: Star Command 
Battle Engine Aquila 

Devil May Cry 2 
Ghostmaster 

Daredevil 

Pride Fighting Championship 
Primal 

War of the Monsters 








Celebrity Deathmatch 
Dungeons & Dragons Heroes 
Elder Scrolls Adventures 
EverQuest Online Adventures 
Fear Effect Inferno 

Final Fantasy XI 

Gladius 

Jackie Chan Adventures 
Micro Machines 


Mission: Impossible—Operation Surma 


Return to Castle Wolfenstein 
RPG Maker 2 

Star Ocean 3: Till the End 
Xenosaga 


MARCH 


Air Force Delta 3 

Bomberman Kart 
Chessmaster 

Dynasty Warriors IV 

Faicone: Into the Maelstrom 
Indiana Jones Emperor’s Tomb 
Mafia 

Moto-X 

Rainbow Six: Raven Shield 
Rayman 3: Hoodium Havoc 
Red Dead Revolver 

Robocop 

RTX Red Rock 

Shaun Murray’s Pro Wakeboarder 
Silent Hill 3 

Starsky and Hutch 

Tankers 


Tom Clancy’s Splinter Cell 

xill 

Yu-Gi-Oh! Duelist of Roses 

Zone of the Enders: The 2nd Runner 


/ www.psmonline.com 


FEBRUARY 





Outlook 


Action 
Action 
Action 
Adventure 
Action 
Fighting 
Action 
Fighting 


Fighting 
Action 
RPG 
RPG 
Action 
RPG 
Action 
Action 


Flight 
Racing 
Misc 
Action 
Action 
Action 
Misc 


Racing 
Action 
Action 
Action 
Action 
Action 
Sports 
Action 
Action 
Action 
Action 
Action 
Action 
Strategy 
Action 















IT Of THE TOMBS... 
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Here’s a look at some of 
the hottest new gear 
that everyone’s 
talking about 


Price: TBA 
Available: Early 2003 


Logitech made a name for itself with a broad range of 
PC accessories and peripherals, many of them for 
hardcore gaming. Thankfully, at this year’s E3, 
Logitech announced it would be focusing some of its 
attention on PS2, the early efforts resulting in the 
nifty headset many of you bought with Sony’s SOCOM: 
U.S. Navy SEALs. Known as Logicool in Japan, the man- 
ufacturer seems to believe that the future of console 
gaming is online, and has created a must-have con- 
troller ideal for MMORPGs and other online games. 
Called the NetPlay Controller, this innovative 
keyboard/controller combo enables you to play games 
and type messages without having to switch between 
devices. It fits comfortably in your lap or sits on a 


OUR TOP PICK: 


12/17/02 

The long-delayed and highly 
anticipated DVD release of 
Robert Zemeckis’ time travel 
trilogy starring Michael J. Fox 
arrives. Who cares if the third 
one sucked... 





2. Minority Report 12/07/02 
3. Austin Powers in Goldmember 12/03/02 
4. The Bourne Identity 12/03/02 
5. XXX 12/31/02 
6. Akira: DTS Edition 12/03/02 
7. Star Trek: TNG Season Six 12/03/02 
8. Star Trek: TNG Season Seven 12/31/02 
9. Lilo and Stitch 12/10/02 
10. Spy Kids 2: Island of Lost Dreams 12/17/02 


<POFunworlid™ TRSTS 
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With more polys in the character 
models and roughly twice the screen 
resolution, Devil May Cry 2’s enemies 
and gothic surroundings look better 
than the first’s. As long as it 
maintains its smashing gameplay... 


Hot off the news of the September 
release of the MGS2 documentary— 
which has previews of new VR 
missions—Konami still has Substance 
planned for PS2 release next spring. 
Cross your fingers for MGS3 in 2004! 


\ Hey, you got your controller mixed in with my 
keyboard. No, you got your keyboard mixed in 
with my controller... 


table, and features all the hallmarks of standard PS2 
controllers: Dual analog sticks, a D-pad, pressure- 
sensitive face and shoulder buttons, even vibration 
feedback. NetPlay is compatible with any game that 
supports USB keyboards, and the keyboard itself 
detaches for standalone use. 

Since Square’s Final Fantasy XI gave the NetPlay 
Controller an endorsement, thousands of PS2 gamers 
in Japan have been putting it through its paces. 
Although it hasn’t been officially announced for the 
U.S., it’s a pretty good bet to launch stateside early 
next spring, probably around the time ofFinal Fantasy 
XI’s release. 





Next March, the sequel to Konami’s 
flying mech game should lace an 
equally compelling story (with 

some fetching anime-style FMVs) and 
bold new environments into the 
white-knuckle action. 





If Silent Hill 2 had you going potty in 
your pants, wait until Konami’s third 
game in the series. A new heroine, 
Heather, takes on tons of new mon- 
Strosities in a game looking darker, 
more grotesque, and heavier on 
firepower than SH2. 








IES (THEATER) 
OUR TOP PICK: 


12/18/02 

This winter’s biggest potential 
blockbuster is heavier on 
action than Fellowship of the 
Rings—the battle at Helm’s 
Deep may be the most impres- 
sive ever put on film! 


it 


Ny " 





Still no word from Capcom’s camp 
since they announced a Resident Evil 
online game many moons ago, not 
even after its Japanese Editors’ 

Day in August. Hopefully we’ll hear 
more before next E3... 
















This off-shoot of Blizzard's excellent 
PC real-time strategy title StarCraft 
sounds like a sci-fi take on MGS2— 
only with a super-sexy female lead 
character and vastly more high-tech 
weapons. There may even be some 
basic RTS elements, too. 


Dede isi 






2. Star Trek: Nemesis 12/13/02 
Picard and crew discover that those damn pesky Romulans are 
plotting an assault on Earth. Will this be the final Trek adventure? 

3. Gangs of New York 12/27/02 

Love him or hate him, Leonardo DiCaprio returns to the big screen 
alongside Cameron Diaz in this violent riot flick set in 1840s America. 
4. Equilibrium 12/06/02 

This futuristic sci-fi action-thriller sees Christian Bale rebel against a 
world in which thought is controlled and emotions forbidden. 

5. Analyze That 12/06/02 

The stressful Paul Vitti (Robert DeNiro), fresh out of jail, comes back 
for another round of counseling from Ben Sobel (Billy Crystal). 















Massively multiplayer online RPGs, 
including FFXI, definitely look to 
hold off from launching in the 
States until the bugs in the online 
infrastructure are squashed—we’re 
hoping for a spring release. 











Create and tweak your own racer 
and take it to the stylishly drawn 
cel-shaded online circuit and match 
skills with speed demons from 
thousands of miles away. This is the 
stuff of dreams, coming to the U.S. | 


ie, 


early next spring. ||. 


— SALES CHARTS 





Seems that Sony likes the game so 
much it recently bought the 
developer, Incog Inc. Complete with 
10+ monsters and destructible back- 
grounds, and mini-games, it ships in 
January—turn to pg. 100 for more! 





Releasing on PC in the next few 
months, Galaxies was announced for 
PS2 at E3. We probably won't see it 

until late 2003 at the earliest, but 
this is the one game that might signal 
the launch of the PS2 Hard Drive. 
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MORTAL KOMBAT 


“DEADLY ALLIANCE 
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Mortal Kombat: Sg Alliance © 2002 Midway Amusement Games, LLC. All rights reserved. MORTAL KOMBAT, DEADLY ALLIAN( 
Used by permission. Distributed under license by Midway Home Entertainment Inc. ™, @, Game Boy Advance and the Nintendo Ga d ‘ 
a registered trademark of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks of trad Ir iT rc ‘ Se from Microsoft. 


SO BRUTAL. SO EVIL. SO DEADLY. 


fatriny ADIEMA 
‘Ammortal- music video. 


WWUW.MORTALKOMBAT.MIDUAY.COM 





- = , ‘ 
A NEW LEVEL OF INTENSE COMPETITION HAS ARISEN AS TWO POWERFUL SORCERERS HAVE ITS IN YOUR BLOOD. 


FORGED A DEADLY ALLIANCE THAT NOW REPRESENTS EARTH'S GREATEST THREAT. 
AN ALL=NEW, LETHAL FIGHTING SYSTEM. THREE UNIQUE FIGHTING STYLES PER WARRIOR, 
INCLUDING HAND=~TO=HAND AND DEADLY WEAPON COMBAT. OVER 20 NEW AND CLASSIC 
WARRIORS. EXTREMELY REALISTIC EFFECTS AND BRUTAL NEW FATALITIES. 


_@/DMIDWAY 





Blood and Gore 


| Violence 
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~ Mortal Kombat: Densly Alfiance © 2002 Midway Amusement Games, LLC. All rights reserved. MORTAL KOMBAT, DEADLY ALLIANCE, the dragon logo, MIDWAY, the Midway logos ond ail character names are trademarks of Midway Amusement Games, LLC. Used by permission. Distribeted 
under license by Midway Home Entertainment bc. ™, @, Game Boy Advance ond the Nintendo GameCube logo are trademarks of Nintendo, “PlayStation” ond the "PS"Fomily logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logos are 
either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. Screen shots displayed are from the Xbox™ video game system, 











GEO-MOD TECHNOLOGY 
Red Faction troops circumvent a 
heavily guarded front gate by 
creating an entrance of their own 
in Sopot’s military compound. 
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between the Red Faction rebels and 
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COUP 


‘The Red Faction is using their entire arsenal in the latest attempt to 





FROM THE AIR 


The Red Faction customized Aesir is a maneuverable air assault vehicle 
equipped with optical zoom which allows for precise hits on enemy targets. 












Aesir Fighter 2.0 






Drop Point 5:37am ae 
Troops assemble at the Sopot Harbor. 





CIVILIAN UPRISING [iemmameey peters 


After Sopot's forces withdrew from the main city, several 
Red Faction rebels raided Harbor Island and desecrated 
the symbolic statue of the dictator. 






Blood and Gore 


Violence 


For more up-to-the-minute coverage of 
the conflict, go to www.redfaction2.com 


© 2002 THO Inc. Red Faction? Geo-Mod" Technology, Volition, THO and their respective logos are trademarks and/or registered trademarks of THQ Inc. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 
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: ENTERTAINMENT 


| bam4fun.com/reignoffire 


Reign of Fire © 2002 Copyright B&B Company. Copyright © 2002 BAM! Entertainment, Inc. BAM! Entertainment, BAM! and the associated logos are trademarks of BAM! Entertainment, 
Inc. © Spyglass Entertainment Group, LP. TM, ®. Game Boy Advance and the Nintendo GameCube logo. © 2001 Nintendo. Licensed for play on the PlayStation 2 computer entertainment 
systems with the NTSC U/C designation only. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft. Xbox and the Xbox logos 
are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. The ratings icon is a registered 
trademark of the Interactive Digital Software Association. All other trademarks and trade names are the properties of their respective owners. 
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UNLEASH FAST-PACED FIREPOWER 
AS A DRAGONFIGHTER IN 16 MISSIONS 
LOADED WITH CHAOTIC ACTION, 
DESTRUCTION AND EXPLOSIONS. 





BATTLE DRAGONS IN THE SKY e 
AND BEASTS ON THE GROUND m 
WITH HIGH-TECH WEAPONRY S 7 as 
_ AND MILITARY-STYLE VEHICLES. ee _ : 











‘} Document of MGS2 


|} Evolution Skateboarding 
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: 5 Sly Cooper 
ED) Superman 
CI) The Terminator 
=") Whirl Tour 















SCORING 








10 fal ole 


A rare gem; Our highest 
recommendation 


[ER OUTSTANDING 


One of the better games this year 


§3 very coop 


You can't go wrong 


2 coop 


A solid game 


6 ey 
Kind of fun, but no big deal 


S0-SO 


You've got to love the subject matter 


RP LACKING 


Big flaws really hurt this game 


Not fun at all 


9 AWFuL 


This game is an insult 


WHY? 


Why would anyone do this to us? 


e take our reviews very serious- 
ly. We spend hours upon hours 
playtesting each title so that we 
can give you the absolute best informa- 
tion to help you buy. 
Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 


4 Have big gun, will travel: Ratchet & Clank have a wide array of devices to _ 
help them out, including the Devastator—also known as a rocket launcher. 


RATCHET & CLANK 


ots of people are going to take 
one look at Ratchet & Clank 
and think it’s simply Jak & 
Daxter in space. And to be 
honest, they’re right. This is 
Jak & Daxter in space, but with lots of 
guns, lots and lots of explosions, 30 
other gadgets, like grind boots and inflat- 
able decoys, a bigger storyline, more 
humor, far less collecting, and... You get 
the idea, right? Ratchet & Clank is not Jak 
& Daxter (or any other game) in space. 
It’s something altogether different. 







Ratchet & Clank 
Jak & Daxter 


Sly Cooper 


Technologically, the game actually 
manages to blow Jak & Daxter away, 
which is no easy task. The levels are 
huge, and filled with intricately detailed 
architecture and hordes of enemies. The 
framerate is solid, the animations need to 
be seen to be believed, and the color 
palettes almost explode off the screen. 
Simply put: it’s gorgeous. 


A Regular Inspector Gadget 

The rest of the game is equally solid, and 
deceptively sophisticated. It starts off feel- 
ing like a typical, slightly funnier than usual 
platformer. However, as you progress, the 





Insomniac sfays up fo deliver a fantastic 
platformer 
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> Ratchet 
and his pal 
Clank defend 
the 
universe in 
what may 
just be the 
platform title of the 
year! You need to get 
this game! 


OUTSTANDING 


PSM 


FINAL SCORE 


Ratchet & Clank has it all: a gorgeous, solid engine, 


out easily, so if you see one on a review, 
a game box or advertising, you'll want to 
be sure to check that game out. 

Finally, when looking up past scores, 
keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 34 


Klonoa 2: Lunatea’s Veil 
Ty The Tasmanian Tiger 


good characters and a funny story, and an envelope- 


pushing gameplay design blessed with tight controls. 
It’s the total package. 
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Now That’s 
A Utility 
Belt! 


One thing that sets Ratchet & 
Clank apart is the vast array of 
tools Ratchet can wield to get the 
job done. 


<< THE COLOR PALETTES ALMOST 


_ EXPLODE OFF THE SCREEN. SIMPLY 
| PUT: IT’S GORGEOUS >> 


i\ 


ed * « ‘A 
A Some help him get around, like grind boots (above right) or Clank’s propeller upgrade, 
some are weapons, like the suck cannon (above left). Even his basic wrench can a second- 
ary use: beyond smashing enemies, it can sometimes open doors or extend bridges (top). 


gameplay gets deeper and deeper, 
taking on an RPG feel. This is mostly 
because Ratchet is a regular Inspector 
Gadget, constantly buying new gizmos 
that can open up new areas, or give 
you new killing methods, or unlock 
new minigames (including SS$X-inspired 
hoverboard races). These devices run 
the gamut from creative to outlandish. 
The Hydro Displacer enables you to 
move a swimming pool's worth of 
water from one place to the next, and 
the Suck Cannon actually inhales small 
enemies and then recycles them into 
ammo. Then there's the R.Y.N.O., a 
weapon named for its ability to “Rip 
You A New One” — this one’s perhaps 
less creative, but you really want a 
R.Y.N.O. now, don’t you? 

This vast selection of gadgets 
gives the game great freshness and 
tactical depth (especially in the boss 
battles), taking it beyond the scope 
of a traditional platformer. In fact, 
Ratchet & Clank may be the first 
platform-action shooting RPG to 
grace the PS2... or any other system. 


Tuned to Perfection 

Problems are very few and very 
minor. The Blaster’s targeting is a tiny 
bit flaky at long range, the music is 
fine, but forgettable, and the camera 
will cause you some troubles at first. 
It doesn’t follow the player’s every 
move, so we occasionally took dam- 
age because we were hit by some- 
thing in front of us when the camera 
was beside Ratchet rather than 
behind him. However, this is probably 
intentional—the controls are so tight 


and Ratchet so mobile that, if the 
camera were always directly behind 
him, the player would be motion sick 
in minutes. At any rate, the camera is 
freely adjustable, and stays out of the 
Walls, so this is a minor inconvenience 
at best. 

Ratchet & Clank is ambitiously 
designed and expertly constructed. 
Most importantly, its gameplay has 
been tuned to perfection. Give it a try 
— it’s one of the PS2’s best games. 

ERIC BRATCHER 


PSM BREAKOOW! 


——— a 


A Enemies are different 


on every planet, and 

often require specific 

strategies to defeat. 
_ eel explode. 


www.psmonline.com 


BENS. 
Cis i ——— 


A Enemies typically explode into bolts when 





es eee 


destroyed. © 


Which is good, because bolts are money. Bling, bling! 


Se ee 
A Clank gets to go solo from time to time, 
seeing as how Ratchet can’t breathe in the 
cold vacuum of outer space and all. 


more toys than 
Wal-Mart, and 
| most of them 
| make things 
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4 Your Mine Glove can waste these nasties 
right through the laser force field. It’s very 
sweet... messy, but sweet. 


An up-close look at 
the game in action 


A Big, busy levels 
packed with details and 
other moving things like 
traffic, trees, and ene- 
mies — lots of enemies. 
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& All of the levels sport bril- 
liant layouts and designs. 

You'll enjoy playing through 4 
them again and again. te 





4 While not up to the likes of Solid Snake, Sly will certainly use all 
of his thieving abilities in order to get back the Thievius Raccoonus. ° 


e’ve talked about Sly 
Cooper a lot over the 
past half-year, so it 
makes me happy 
that | can finally sit 
down and review the game for you 
readers out there. As promised, 
Sucker Punch has delivered a smart, 
unique and colorful game that should 
make any platformer fan proud. 
This was a title that we thoroughly 
enjoyed every second we played it... 
every second. 

Basically, S/y Cooper just oozes 


Unfortunately, that’s why it’s a 
bit disheartening to mention 
two very teeny problems that 
rear their ugly heads. On 
some occasions, players will 
notice that the game drops in res- 
olution and slows down a bit. It 
doesn’t affect the gameplay in 
anyway, but it just seems out of 
place in an otherwise techni- 
cally impressive game. 
Also, it appears that the 
game is a bit 


Short in length. 
Most people should 
be able to finish 

the main portion of 
it in a good after- 
noon, which isn’t that 
long when compared to 
the likes of Jak and 

Daxter or Ratchet & 

Clank. Afterwards, 
you'll still have the 
time challenges to 

complete, but 
they certainly 








polish. You can tell that an amazing aren't as 

amount of time and energy was exciting as what 

spend on even the tiniest details. you've seen 
before. 


However, you 


HOW IT STACKS UP 






Ratchet & Clank g ee 
Maximo: Ghosts To Glory 9 ; 
Ty The Tasmanian Tiger 8 

7 


Pac-Man World 2 


| FINAL SCORE 
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VERY GOOD 


It may not be as grand as Ratchet & Clank or 
as humorous as Ty, but Sly Cooper will be 
remembered as one of the best platformers 
on the PS2. 





From racing to shooting, there are plen- 
ty of mini-games to enjoy and master. _ 





A As you progress, you’ll uncover new 
skills, such as jumping onto narrow plat- 
forms and the like. 





Ae 
“ Yiee oF terror 7° 2 6 °R 2°> 


& It’s easy to see what you’ve completed 
by looking at this status screen. 





are rewarded with a “Director’s 
Commentary” audio track each time 
you finish one, which is a pretty cool 
thing. Other hidden bonuses include a 
“Making of” video and even a 
Japanese version of the intro movie. 

If you can deal with the two criti- 
cisms, which are very minor, then 
you're going to be in for a real treat. 
From the impressive level designs to 
the brilliant cutscenes, this game 
delivers in all departments. | just 
wished that the experience could 
have lasted a bit longer. We'll proba- 
bly have to wait for S/y 2 for that. 

STEPHEN FROST 
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Keep your thumbs happy. Play video games. Get them at EBgames.com. 
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AND YOU WILL KNOW US BY OUR GAMES 






|he idea of a PS2 action 
shooter based in the same 
post-apocalyptic future 
universe as the Terminator 
movie series sounded like 
a dream come true. And in a few 
ways, it is. The Terminator: Dawn of 
Fate tells a good story, chronicling the 
events directly before the opening 
scenes of the original Jerminator film, 
and introduces several compelling 
new enemies into the universe. Plus, 
the graphics are nicely detailed 
(though the framerate could be bet- 
ter) and the action nice and tense. 
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4 Hotsuma’s a great new character Fo 
that has some very cool moves. _ 





Bm, ack in action after nearly 
} a decade, the very first 

» 3D installment in Sega’s 
Ie classic Shinobi series 
ma” proves to be a game with 
two distinct personalities. 

On the one hand, it has a new 
lead character—called Hotsuma— 
who’s extremely fun to control and 
boasts an impressive array of unique 
moves, such as the ability to run 
along walls and “shadow dash” 
around foes in the blink on an eye. 
There are some very tantalizing play 
mechanics, too, such as a sword that 
grows stronger as you kill, but saps 
your strength when you don’t. It’s also 
fast, has a cool visual style, and even 
manages to eek out some storyline— 





40 / 


A There are actually three playable characters: Kyle Reese 
Luna. However, aside from Perry having an additional weapon, they all play exactly the same. 


TERMINATOR: DAWN OF FATE 


Yes, he’s back... but he looks a litte rusty 










Unfortunately, the game itself is 
just plain sloppy. There are actually 
only two big problems, but they’re 
horrible camera and gimpy controls, 
so that’s about all it takes. The two 
seem to literally be fighting one 
another, with the camera incessantly 
bouncing from one angle to another, 
but the sluggish controls insisting 
upon staying the same, and thereby 
guiding you straight into the wall 


every other time the camera switches 


perspectives. It often makes just 
getting where you want to go a 
colossal chore. 


an 





(who looks nothing like Michael Biehn), Perry, and 


A Too many of the ga 


they just don’t feel “alive.” 


GAME INFO 


A The Infiltrator is just as 


tough to kill as you’d expect. 


An additional hassle is the auto- 
targeting, which can only lock onto 
the target closest to you. Why is this 
important? Imagine you’re facing four 
enemies: three unarmed, and one guy 
way in the back with a laser rifle. You 
simply can’t target him. Plus, you'll 
constantly shoot past your target at 
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point blank range, even if locked on. 
Overall, The Terminator: Dawn of 
Fate could have and should have 
been a lot better. The story, concept, 
and graphics are still fairly cool, but 
you're better off renting the game and 
buying the movie on DVD. 
ERIC BRATCHER 
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A The mini-cinemas after “Tate” 
are empty-looking and maze-like— combo finishers are cool, but the 
camera angles are often poor. 










OKAY 


This should be a great game: it’s pretty, it’s 
faithful to its license, and it’s action-packed. 
Sadly, it blows its own metallic foot off with 
an awful camera and control system. 





A Shuriken come in especially 
handy against airborne enemies, 
such as this freightening hellspawn. 
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Sega's classic has lost 
some [ninja] magic 
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something that the original Shinobi 
games lacked. 

Unfortunately, for all the potential 
that the hero has, he’s been placed 
into a game world that never really 
lets you unleash it. The levels are 
extremely simplistic, maze-like runs 
that offer little in the way of vertical 
gameplay—platforms and the like— 
until late in the game. There’s also a 
strong sense of lifelessness to them; 
they’re just very open, and, well, bor- 


ing. The same can be said about # 
the enemies and overall game- 
play: bad guys appear, jump 

around a lot, and you kill them 
all in pretty much the 
same way. Gone 
is much —_ wf 
(but not all) of 
the strategy _ 
involved ~~ 
in playing the earlier 
Shinobi games; even 
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There are plenty of cool moves, and the lead 
character’s lots of fun to control, but boring 
level design and highly repetitive gameplay 
steal a lot of this potential hit’s thunder. 


ad 7 

> the boss battles all feel far too 
similar. Then there’s the fact that 

» there are no level check- 

- points—die at the end and 
it’s all the way back to the 
» beginning for you. It’s very 
». frustrating, especially 
considering some of the 
levels’ lengths. 

There are certainly 
glimpses of classic 
Shinobi brilliance while play- 
ing, but they’re simply too few 
and far between. Sega defi- 
nitely has a great character 
on its hands—it just needs to 
deliver a great game 
world to back him 
Up. RANDY NELSON 
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the superhero alter ego of Donald Duck! 
: Armed with his mega cyber-device, 


you'll battle evil Evronian aliens 





its shadow, PK blasts into 
- 
cyber-action! — 
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CUSTOM RIFLE 


4 Whether sniping or strangling, this hitman sim really 
captures the feeling of being a professional “cleaner” 


Hitman 2: Silent Assassin is one of the 
most cinematic, moodiest, and refresh- 
ing action titles to show up on the PlayStation 2 
for quite some time. A mixture of both third 
and first-person shooting, in addition to a 
small hint of adventuring, the lo Interactive- 
developed opera of violence is about as cool 


as they come. 
While the story centers on a man who has 


come out of his retirement as an assassin to 
rescue the father of his church, the true star of 
Hitman 2 is the engine itself. A little clunky in 
terms of fluidity and accuracy, but deeper than 
the Pacific, players can do just about anything 
their hearts desire in order to get the job done. 
Whether you’re blasting mobsters with huge 
Marelalefsilahme) ges te-lard|larem syelel\/e10l- lem tame)t-lare) 
wire, a movie style ending is what's in store for 
whomever gets in your way. 

Stealth-type attacks in particular play a key 
role in your success, as crouching and being as 
unnoticeable as possible can often mean the 
difference between life and death. To help 
assist you in this task, you can eliminate 
enemies, bystanders, or everyday merchants 
and disguise yourself in their wardrobe. 
Pretending to be someone else you're not is 
an effective (and fun) way to get in close to 
your target before finally sending them on 
that last goodbye. 

If we had any complaints, it would have to 
be the over-sensitive camera and its tendency 
to frame you in a way that begs readjustment 
before firing your weapons. The learning curve 
can also prove steep for less patient gamers, 
and kept us from digging in as quickly as we 
would have liked. All things considered though, 
Hitman 2 is the best of its kind since the Jean 
Reno flick, The Professional. 

JEREMY DUNHAM 


FINAL SCORE 


ic about a game with atmosphere! 


VERY GOOD Hitman 2 is a 
great title that has its short- 
comings, but adds up to a 
fulfilling (if violent) opus. 
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one of the fairly simplistic boss battles. 


n the hopes of delivering a more fun- 

filled, fantasy-style experience, Konami 

afforded ESPN Skateboarding developer 
KCE Osaka more creative freedom to take skat- 
ing (and myriad other sports) in exciting new 
directions. But in reality what it did was stick 
with much of what was passable in ESPN 
Skateboarding (character modeling, trick ani- 
mations, Challenge Mode, etc.), carefully study 
what makes Neversoft’s Tony Hawk series so 


successful, and then water it down. 
To Evolution’s credit, there is good selection 


of game modes, a stable camera and framer- 
ate, a decent create-a-trick combo editor, and 
fairly crisp control on the whole. Also, the 
courses are roughly twice the size of ESPN 
Skateboarding’s (but that still isn’t saying much). 
The greatest effort at innovation seems to be 
the incorporation of boss characters—a spider, 
a runaway semi, and a tank—all of which you'll 
have to grind to a halt. However, these very 
short boss battles prove merely to be fleeting 
diversions, even though two full levels are 
based on the semi and the tank. 

Further, the skater and gear editors, park 
designs, mission-based gameplay, means of 
unlocking riders and content, the scoring sys- 
tem and its incorporation of manuals, and the 
trick-set reveal just how overly familiar Konami 
Osaka is with Neversoft’s creation. In the very 
worst instance, Evolution’s Tokyo level almost is 
the Los Angeles level from THPS3. 

Ultimately, Evofution’s 70+ tricks pale in 
comparison to THPS3 and 4 tallies, the alterna- 
tive/punk soundtrack is noticeably weak, the 
paths to the secrets and hidden areas aren’t 
nearly as ingenious, and the unique missions 
aren't especially funny or elaborate. There also 
seems to be a languid delay between an ollie 
or launch from a ramp’s lip and the initiation of 
the first trick. That said, this is still a step in the 
right direction for Konami skateboarding. 
THOMAS LAYTON 


2h Faia Ns ak in i te. 
OKAY This is a much 
improved effort by Konami, 

but it’s not going to out-Tony 

Hawk Neversoft. No way... 
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4 Snap the web of this giant projectile spewing spider in 












A At any given moment, you’ll have plenty of allies, ene- 
mies, and objectives to keep your eyes on. 


hile resurrecting the arcade great 

Spy Hunter in full 3D, Midway 

learned a few valuable lessons: 
ensure the game looks good, play up the 
nuances that set the original apart, and take 
the raw, basic inspiration of the forerunner and 
run with it in innovative mission-based game- 
play. Defender delivers on all counts. 

Like 7 Studios’ other Midway title, this sum- 
mer’s Legion: Legend of Excalibur, Defender 
seamlessly folds strategy elements into the 
gameplay mechanics without mucking up the 
frenetic action. Its more than two dozen cam- 
paign-based missions encompass multiple 
goals, ranging from colonist or vehicle 
rescue/escort and defending specific structures, 
to ground-based or airborne assaults and con- 
structing battle units. Interestingly, the scale of 
the battles and number of participants is so 
great that you could float dormant, not making 
a peep, and watch myriad events unfold on 


their own. 
Besides the surprising depth and great 


gameplay variety for an arcade remake, one of 
Defender’s best attributes is that the screen 
composition can be quite impressive at most 
every moment. The campaigns are set against 
10 very large locales with backdrops of vol- 
canic lava fields, lunar crags, asteroid fields, 
sun-lit mountains, barren rolling hills, arctic 
tundra and the vast expanse of starry space. 
Complement this with infallible camera-work 
and a targeting system that perfectly frames 
hordes of creatively designed Starship Trooper- 
like enemies swarming on screen. 

You'll dispatch them with six spacecraft 
(four unlockable), each with its own handling 
characteristics and an ample selection of 
upgradeable weapons with quality particle 
effects. All of this is rendered with a solid fram- 
erate from an impressive draw distance, and 
with good texturing and delicate touches like 
lens flare. Throw in a solid story and a lead 
character voiced by Traci Lords and what’s not 
to love? THOMAS LAYTON 


PSM 


FINAL SCORE 


VERY GOOD solid cam- 
paign modes, gameplay vari- 
ety, and great visuals make 
this a must-buy. 
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A The courses have really 3 a hadet's since the ‘res game. instead of cachde cutter 
buildings, each track has its own unique atmosphere and lots of background action. 
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eleased last year, the orig- 
inal Burnout was certainly 
fast and furious, but also 
fairly bare boned. For the 
sequel, UK developer 
Criterion Games has not only 
addressed that problem through the 
inclusion of more cars, tracks, and 
modes, but also improved just about 
every aspect of the first game in the 
process. The result is one of the most 
thrilling, visually amazing, and down- 
right fun arcade racers ever. 

The basic concept of the first 
Burnout is back: players get points 
and boost power for taking risks dur- 
ing the race. Boost is awarded for 





¥ It’s no NFS: Hot Pursuit 2, but the “be 
the cop” mode is still a lot of fun. 
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driving into oncoming traffic, near 
misses, catching air, and performing 
powerslides. This time, there are also 
multipliers, so it’s possible to create 
“combos” of high-risk maneuvers and 
gain extra boost. It’s a great idea, and 
one that ends up working even better 
this time around, given the rest of the 
improvements Criterion has made. 

For one, the control is even more 
responsive—it’s certainly not realistic 
by any means, but the tight, “snappy” 
feel is perfect for the sort of split-sec- 
ond moves required when racing in 
traffic, and the powerslides are sim- 
ply a joy to perform. 
Luckily, the course 
design has kept 
pace with the 
improvements 
in control. In 
fact, the tracks 
make those in the fi rst 
game look like practice runs: every- 
thing from their overall layout to the 
variety of trackside sights just screams 
of expert design and polish. Of 
course, it doesn’t hurt that the game 
also looks literally twice as good as 








www.psmonline.com / 







GAME INFO 







PS2’s original a At 
wh / [ Ee -K f U a K / e fi Oo ‘2 Ee f A The crashes — ans cain shes aa nod 


gels even belier 


the original—it’s faster, 
smoother-looking, has 
better textures, more 
detailed cars, and better, 
absolutely eye-popping effects. 

The main Championship mode has 
been beefed up with more variety, 
too. Sandwiched in between a series 
of 4-5 course races are head-to-head 
“duel” contests (win and you unlock 
your opponent’s car), point-to-point 
runs, and pursuit challenges that 
place you behind the wheel of a cop 
car with the goal of smashing a flee- 

ing racer to bits. Then there’s the 


pe OS Crash mode— 


Sd | create the 
| see Diggest multi- 
ees car wreck possi- 


ble, with the 
winner being the 







|) | a 8) 


PUB ACCLAIM | DEV CRITERION | TYPE RACING | MAX PLAYERS TWO | ESRB RATING EVERYONE 


SCORE 


y 
. 


mos U6 








Ss 






A This wicca) roadster is one wat the cars 
you can unlock by winning a challenge. 


ay 
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A The lighting effects are easily the best we’ve 
ever seen in a racer. 





there’s even a mode that awards points for the 
biggest wreck. 





one who tallies up the 
most collateral damage. 
It’s loads of fun. 

Big flaws are non-exis- 

tent, and the smaller ones 

(such as having to wait through 
unskippable menus after races) do lit- 
tle to hurt the fun. We'd have liked 
some more car Customization and 
tuning, but that’s what sequels are for. 
As it is, this is one of the best sequels 
the racing genre’s seen in a long time. 
RANDY NELSON 


HOW IT STACKS UP 


Need For Speed: Hot Pursuit 2 
Burnout 2: Point Of impact 


Burnout 
Shox 
Test Drive 





OUTSTANDING 


You won’t find a faster racer on PS2, and the 
control is simply some of the best we’ve ever 
encountered. How can you hate a game that 
awards points for huge crashes? 
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Battle sauron’s evil minions, including the 
Cave Croll, Ringwraitfis, and Uruk-Gai, from 
the Mines of Moria to the Walls of Gelm's Deep. 





Effroughout your epic journey, enjoy exefusive actor 
interviews, scenes from the movie The Two Towers, and 
the original score from The Fellowship of the Ring. 





IN STORES NOVEMBER 2002 


JOIN THE ADVENTURE AT lordoftherings.ea.com eagames.com 


game, but is is a very solid refinement of the series. 


NHL 2003 


ockey fans looking for a major over- 
i. haul of this series won't find one, but 
that’s not necessarily bad. NHL 2003 
pushes the PlayStation 2 to its limits: the 
graphics are beautiful, sound effects and 
| commentary are as realistic as ever, and the 
| control is rock solid. 
| New to the series is the dynamic deke con- 
trol that lets players use the left analog stick for 
skating and the right for stickhandling. 
Combinations result in moves like shoveling the 
puck and one-handed dekes. In what seems to 
be a lesson learned from Capcom's Street 
Fighter series, all dekes can be canceled into 
shots on net. 
| EA also seems to have taken an unabashed 
| shot at rival developer 989 Sports. Scoring 
| goals and successfully deking opponents will 
result in a charged meter that players can use — 
- to unleash a “Game Breaker’ a Matrix-style 
moment where the opposing team moves in 


slow motion. Players can then literally skate cir- 


cles around their opponents and drive to the. 
net for an instant breakaway. Hockey purists will 
| scream “penalty” at this cool quirk to gameplay, 
but it’s just a quick trip to the in-game menu to 
conce 

Despite the powerplay that EA has on all 
other hockey titles, NHL 2003 is not without its 
flaws. As beautiful as the dekes are, a well- 
timed check almost always takes priority, and 
charging a Game Breaker usually means spin- 
ning players around the ice like Tonya Harding. 
Commentary from the previous titles has been 
/ rehashed and grows old after only a few hours. 

Players who have followed EA‘s series might 
“not find enough new here to warrant upgrading 
from NHL 2002 unless they. can't resist seeing 
Jarome Iginla in bullet time, 
_ but gamers who have only a 
passing interest in hockey 
_ will be hooked from the first 
| faceoff. DOUG TRUEMAN 


PeSivi asses y ing that EA added a different style 
) of gameplay to NHL 2003—there 


FINAL SCORE Gam was nothing left to improve on. 


j VERY GOOD It’s not surpris- 
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visually, but ShootOut still offers a solid game of hoops. : 


NBA SHOOTOUT 
2003 


top player in many respects during 
the days of the original PlayStation, 
~ 44989 Sports has been in a bit of a 

slump over the last couple of years on PS2. 
Enter NBA ShootOut 2003. Easily 989's most 
attractive next-generation title to date, it’s a big 
step up from this year’s NFL GameDay. While it 
may not stand toe-to-toe with either Sega or 
EA Sports’ hoops offerings as one of the best 
overall basketball titles on the market, : 


aspiring real-life players and fans of a more 
technical game of hoops are in for a delicious, 


low-frills treat. 

Visually acceptable (if not a little labored on 
the animation nd possessing a mean set 
of ball physics, ShootOut is very much a 
thinking man’s game of basketball. Inste 
constantly tossing your best guys in front of th 
competition while tapping the hell out ofa 
steal or shoot key, the positioning, timing, and a 
proper defense take a key roll in your team’s 
success. Be a for a lot of blunders and 


cheap way: 

What sticks out most, however, i is the 
excellent career mode. Thrust into the role of a 
single player instead of a general manager, 
practicing your skills and playing well in the 
Summer League and NBDL is the only way 


big show. It’s a clever spin on the usual front 
office ideal, and we'd love to see this used 
again in future sports titles. 

On the whole, ShootOut 2003 is solid 
accomplishment for 989 and its staff. They've 


done some very good work here and it shows. 


Despite a few defensive problems and game- 
play slowdowns, were eager to see how the 
series will improve and expand next year. With 
some luck, it might even edge in on the genre’s 
3 year. JEREMY DUNHAM 


GOOD NBA ShootOut 2003 
offers a solid game of hoops 
and is easily 989 Sports’ 
best effort in years. 


FINAL SCORE 
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to Al improvements, 

EA Sports knows what it takes to 
make its games better from year to year. And 
while some of its titles may be a moderate 


_ improvement over the previous year (F7 2003, 
_ Madden), others are a gigantic step (Tiger 
| Woods, NBA Live). 


_ Which brings us to the latest creation from 
the sports gurus: NASCAR Thunder 2003. 
Finding itself somewhere in the middle of the 
pack in terms of additions and notable | 
improvements, it still manages to finish as the 
best stock car racer you're likely to findona = 
home console. 

If you played the 2002 edition, you should 
recognize this game immediately. Almost visu- 
ally identical to it in every way (with the excep- 


| tion of a few added details for tracks and cars), 


it appears initially that you're playing 2002 all 
over again. Once you realize, however, that 
there are a heck of a lot more cars on screen 
at the same time, you'll start looking for the 


_ rest of the changes, too. And to EA's credit, 
| there are many. 


More cars, added tracks, extra events, and a 


much more realistic physics engine are good 


examples of how the development team 
worked to go a step beyond last year. Not to 


/ mention the deepened career mode that takes 
_ aspiring speedsters through 20 years of the —T 
_ hard racing life and plenty of 23-course 
_ Winston Cup seasons. 


Pile on top of that 70 licensed drivers and 


- nearly 200 different car variations, and you've 
_ got yourself a NASCAR fan’s dream come true. 


An easy recommendation for arcade and simu- 

lation fans alike, Thunder 2003 is good, clean, 

racing fun. SEREMY DUNHAM - 
VERY GOOD 


Senn EA Sports has put together a 


| fine piece of stock car racing 
FINAL SCORE ssaniation yet aaain. 
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A Fly-bys and other scripted events pepper the 
levels. bd a sii is one of the Hardest. 





ow’s this for the perfect 
combination: a futuristic 
FPS that has you armed 
to the teeth, driving 
subs and tanks or pilot- 
ing aircraft and mechs, manning 
gatling guns and turrets, and using 
explosives and missiles to bust 
through walls. And you get to take 
down bloodthirsty blabbermouth 
dictators from communist-like 
regimes. Bingo. 

Though the original Red Faction 
was well-received, our friends at 
Volition felt something was to be 
desired. They immediately enhanced 
the already stunning Geo-Mod engine 


HOW IT STACKS UP 
Half-Life 
Deus Ex 





TimeSplitters 2 
Red Faction Il 
Red Faction 





and re-envisioned some standards for 
technologies. The aim for Red Faction 
2 was achieving a higher sustained 
framerate, more detailed character 
models sporting better Al, faster 
loading, and vastly improved real-time 
“geometric modification” (the 
destruction of environments). Volition 
seems to have succeeded on all 
counts: there is no doubt RF2 comes 
from an entirely different generation 
of software. 

Clearly, the creators haven't rested 
on the original’s laurels. Perhaps the 
greatest innovation is the use of 
weaponry with both hands. One can 
now load and fire two light weapons 
independently (although they’re both 
trained on the same target), or fire a 
gun with the right hand while hurling 
a grenade with the left. The playable 
character, Alias, can also fight along- 
side his other squad members or Red 
Faction grunts. The range of vehicles 
in the sequel is impressive—walking 
battle armor, subs, hover flyers, 
tanks—some allowing you to both 
drive and fire, others moving “on a 
rail” while you handle the crosshairs. 
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. Two dozen instruments for your 
symphony of destruction 


A disclaimer: As 
in the original, geometric 
modification does not work on every 
surface of every environment. You 
cannot simply tunnel from point A to 
Point B. But as was intended by 
Volition, clever use of Geo-Mod 
provides players with an increased 
number of solutions to any problem. 
Finally, even though there is no 
automatic targeting lock (as in 
Half-Life or Deus Ex on PS2), Volition 
was kind enough to afford you the 
pinpoint precision of mouse and 
keyboard support. 

On the other hand, the level 
design is not particularly ingenious 
and the depth of the single-player 
mode seems a bit more shallow than 
the original. But this is offset by the 
challenge of finishing all difficulty 
levels and special objectives (which 


PSM 
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A The boss battles in Red Faction 2 pit you 
against formidable members of your 
former squad. 





A Use the turrets to take out man, 
machine and surrounding environments. 





A Two for one: An enemy soldier is next 
to an explodable vehicle. 


unlocks a king’s ransom of 
movies, galleries, and 
extras) and a truly robust multiplayer 
mode across 40 maps and with great 
game customization and stat tracking. 
Ideally, it would have been nice to play 
as all of the squad members at some 
point, using their various skills and 
expertise and varying the playing style 
and strategy. THOMAS LAYTON 





A Good thing battle armor comes equipped 
with two guns, missiles, and incendiary bombs. 


VERY GOOD 


RF2 stands on its own as one of PS2’s great 


shooters. Geo-Mod and solid FPS mechanics, 
vehicular segments, and great multiplayer 
options make it a must-buy. 
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ADVENTURE. ASPHALT. ATTITUDE. 


® Original adventure story line that ties in with the gameplay and level progression. 
@ Eight creative and uniquely animated levels populated with pedestrians, traffic, animals and themed enemies. 
@ 7 unique characters and 10 scooters can be unlocked, customized, and used by the player. 
@ Dozens of tracks from 4 genres: hip-hop, rock, punk, and techno spread throughout the game. 
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a The environments are spooky enough to provide chills, 


eed ore. 


ny ‘anaes bas can you een 


a) that focused on a super-hot half-vam- 
i & pire female agent who hunted Nazis i in 
1930s Germany? While you're at it, how many 


| games spring to mind when you imagine that 


your only means of health is the blood of your — 
fallen enemies? The answers are most probably — 


“none” and “not very many.” Yet despite that _ 
intriguing premise, BloodRayne never quite lives 
up to its promise. 

Though there’s plenty of action and blood to 
be found throughout the game's many detailed 
levels, the repetitive action never seems to 
move beyond “shoot” and “bite” Whether 
| you're using Agent BloodRayne’s pistols, wrist- 
blades, or fangs, it won't take long before you 


realize that you've experienced all this before i in 


| countless other action titles throughout your 


gaming career. Factor in an uncooperative cam- 
era and rather dim-witted opponents ( enemies — 


will sometimes wait their turn while you 
_ dispatch their buddies), the power- 
_ laden heroine’s adventure grows stale a 'g 
_ little too quickly for our taste. — = 
To its credit, the cinematic cut scenes | 

7 : d evolving storyline did keep us inter- 
| ested for longer than we expected, 
| and the atmosphere and level design. 

_ isa distinct notch above the median i my 
terms of quality. Veterans of games 

_ like Tomb Raider, Soul Reaver, and 

Shadow Man, however, will be thor- 
| oughly familiar with just about any- 
thing that BloodRayne throws at _ 
you, and encounter little new chal- 
_ lenge as a result. 

It all comes together for a rather 
low-key jaunt into an overpopulated 
third-person action market; which is 
really too bad, as the developer had 
nearly limitless potential with this 
- concept. As it stands, BloodRayne is 
| the perfect example of a decent 
game with a lot of wasted poten- 
tial. JEREMY DUNHAM 
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OKAY An excellent premise 
and lots of swear words still 
aren't enough to elevate this 
basic vampire romp. 
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Starting Five looks a little better than NBA 2Night, but 


: -dietclmanainsh sarc 


ARTING 


first-ever basketball title, Double 

Dribble, is still talked about today as 
one of the best of its genre almost two 
decades after its debut. Now the company has 
returned to the game of hoops once more— 
without the ESPN license of its recent NBA 


2Night games in tow—for NBA Starting Five. 
Visually slick and high on presentation, 


Starting Five seems as though it could compete 
with Sega and EAs big name titles right off the 
bat. Broadcast-quality replays and decent facial 
likenesses add a lot to the game's realism, and 
the announcers are, for the most part, right on 
the money. After you’ve played a healthy dose 
of exhibition and career games however, you’ll 
begin to notice that the slow gameplay pace 
and overly foul-laden contests will quickly wear 
on your nerves. 
One of the biggest problems is the 

awkward defensive layout, plus the fact that 

. stealing and blocking animations simply 

= match the “collision points” on 

players, which is key to pulling 
moves ¢ perly. So while you may think that 
you’ ve reached in with the perfect positioning 
to nab the ball from your match-up, the game 
| doesn’t match up the animation with the 
action, and you'll get driven on, resulting in a 
basket nearly every time. It’s rough edges like 
this that really show how far this series still has 
to go in order to compete with the highly-pol- 
ished kings of the court, namely NBA Live 2003 
and NBA 2k3. 

On the whole, Starting Five is a just a 
decent follow-up to last year’s ESPN NBA 
2Night. With the high standards set in today’s 
climate from games like NBA 2K3 and NBA Live 
2003, it just doesn’t have what it takes to really 
compete. There are still some signs of hope in 
this season's game, however, and we'll remain 
hopeful that they can pull it out next year. 

JEREMY DUNHAM 


VV este baseball te, Dowie 


OKAY This latest effort 
from Konami shows promise, 
but it’s not yet enough to 
win over serious fans. 


FINAL SCORE 


www.psmonline.com 


~ acquire cars numerous way: 
~ races, wagering, or by sim ) 


PUB GA | DEV EA UK. | PLAYERS 


A While | not . tine same 2 league as Gre 1 


selection of unlockable cars is stil 


almost all of the fo 
the simulation side. It se 


~ company is trying to make oe game seem ithe 


most life-like and accurate. Well, that’ s all well 
and good for those of us who. are willing to. 


~ invest the time in learning the intricacies OF 
_ down-shifting and gear ratios, but what about 


everyone else? Well, now even the more casual 
gamers can get their thrills from rally racing, | 
thanks to Electronic Arts’ Shox. 

Despite being a pretty straightforward 
racing game, there are several features that 
help to separate Shox from other games out — 
there. For example, each track ees three 
special “Shox Zones” that are basically mini 
time challenges. Earn a gold ranking in three 
successive zones and a cool-looking “Shox | 
Wave’ will appear that you can use to draft. 
Another interesting feature is at youcan 
ding winning” 
: t 


- far, as they showcased 

_ backgrounds and well-d 

_ desert courses, though, Cot 
from a little more pizazz. 


Another thing worth mentioning is ie. 


- difficulty curve. Let's just say that it could i 


been a bit more gradual—there doesn’t seem 
to be any sort of rhyme or reason to the 
challenge that each course provides. In fact, 


_ we found that some of the later courses. 


were considerably easier than earlier ones. 
Go figure. 

Even with that in pind though, Shox still 
provides plenty of speed for the buck and is 
perfectly suited to those of you who don’t even 
care who Colin PICA | cE 
STEPHEN FROST — 
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VERY Goop Finally, an 
arcade style rally game that’s 
extremely fast, controls 
great, and is easy to get into. 








- Unleash the power of three on a quest for peace - 


The fates of three opposing heroes are forever altered in a battle that will determine the destiny of the entire land. 
Uncover the 108 Stars of Destiny, create a homeland castle town, 
discover the secrets of the 27 True Runes, and save the world from destruction. 


Mild Violence 
Suggestive Themes 
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¥ There have been a number of noticeable improvements to 
this year’s NBA Live, but it’s the addition of analog “Freestyle 
Control” that really brings it closer to the real thing. 


e’ve got to admit 
that we were a little 
skeptical when we 
first heard rumblings 
that NBA Live 2003 
was going to be something special 
this year. After all, the Live franchise 
had been slumping for a long time 
and was quickly becoming one of our 
least anticipated basketball games. 
Thankfully, all that has changed. And 
now that we’ve gotten our hands on 
Freestyle Control, we can’t even put 
the game down. 

You wouldn't imagine that a single 
new feature would make that much 
of a difference, but Freestyle Control 
totally changes the way you play bas- 
ketball games. Using the right analog 
joystick, you can crossover, fake-step, 


HOW IT STACKS UP 


NBA Live 2003 
NBA 2K3 


NBA Live 2002 
NBA ShootOut 2003 
NBA Starting Five 
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post-pivot, and even swat at balls on 
defense. It’s the same stuff that you 
used to be able to do using the but- 
tons, but now you have exact control 
of the direction and timing. And 
whenever you pull off a sick drive fol- 
lowed by an arena-shaking slam, you 
feel as if you actually made it happen, 
not some random series of anima- 
tions triggered by a single button 
press. It’s immensely rewarding and 
more importantly, incredibly intuitive. 

The game plays lighting fast, 
thanks to this new feature, as you and 
your opponent go head to head ina 
battle of one-upmanship, trying to 
outdo each other in flash and skill, 
and trying to stop each other with 
equally cool defensive moves. As if 
this didn’t charge you up enough, 
each big dunk is accompanied by 
thumping sounds and cool little visual 
touches, like teetering backboards 
that add major impact. 

Overall, this year’s game looks 
and plays much smoother than ever 
before, and the commentary keeps 
getting better and better. And let’s not 
forget, online support lets you whip 










GAME iNFO PUB/DEV EA SPORTS | TYPE SPORTS | MAX PLAYERS EIGHT | ESRB RATING EVERYONE 
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& Hold down the right stick to assume a 
defensive stance—even while moving. 





A There’s even the ability to palm the ball 
away from the defender before making a 
drive to the basket. 








out your flashiest 
crossover dribbles 
on unsuspecting foes 
across the entire country. 

As good as it is, NBA Live isn’t per- 
fect. The graphics, commentary and 
franchise mode fall short of NBA 2K3. 
Also, if you master Freestyle Control, 
you can easily drive on the computer 
(even on the more difficult settings) 
and even head to head matches turn 
into dunkfests minutes into every 
game. Still, we’ve got to admit that 
these are coolest and 
most rewarding dunk- 
fests we’ve ever 
played—and NBA 
Live 2003 is the 
most entertaining 
basketball game on 
the market because of 
it. DAN EGGER 


: : a 
A It’s possible to contest shots at any 
time simply by pressing up on the right 
analog stick, which comes in very handy. 















A The Freestyle Control doesn’t extend 


to dunks, something we'd like to see 
added to the series in the future. 






OUTSTANDING 


NBA 2K3 may be a more realistic simulation 
of pro basketball, but we’ll be playing NBA 
Live 2003 because the Freestyle Control is 
makes real hoops games fun again. 
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ADVENTURE, ACTION, ROLE-PLAYING AND MORE. 
WE’VE GOT THE GAME FOR YOU FOR ONLY 
GREAT GAMES AT A GREAT HOLIDAY PRICE — 
NOW THAT’S A DEAL. 


AND FOR A LIMITED TIME ONLY, GO TO 


‘cM art TAKE YOUR SHOT TO WIN ALL EIGHT $19.99 GAMES BELOW. 
wit THIS I$ TOO TO PASS UP. HAPPY HOLIDAYS! 
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ted States (excluding residents of NY, FL and Ri and any other jurisdiction where sweepstakes are prohibited by law), 13 years of age or older at time of entry. Any entrant between ages of 
13 and 18 at time of entry must get parental consent prior to entering this sweepstakes. : z ee 
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& Even nuances like this fancy pass by 
Sacramento Kings point guard Mike 
Bibby have been captured. 
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A Unlike so many other hoops titles 


GAME INFO 


ut there, NBA 2K3’s gameplay places a big emphasis 


on strategy. You have to pick the smart shots—and you won't find any mindless dunkfests. 
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| n the evolution of basket- 

| ball videogames, NBA 2K3 

| proudly stands erect at the 

| far end of the Darwin’s 

| monkey-to-man progres- 
sion. If not for the evolutionary 
offshoot NBA Live 2003, it would 
easily be the best basketball 
game ever made. But because of 
that unexpected mutant, the 
issue gets a little cloudy. 

NBA 2K3 has everything going 
for it. In terms of visuals, the 
game does some things we've 
never seen before. 

Many titles have claimed to 
render realistic versions of real 
NBA faces, but none has come 
close to the photo-realistic mugs 


v The number of player animations 
has increased considerably this year. 
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in 2K3. lverson looks so real, it’s 
like he’s coming into your home 
(Don’t call 911... it’s just a game). 
The commentary and game 
sounds are equally superb. 

Most importantly, NBA 2K3 
plays better than any traditional 
basketball game before it. To win, 
you actually need to know hoops 
strategy. You need to make your 
passes, play the low post game 
(which is much improved this 
year), master rebounding (ditto) 
and shoot when you have a good 
shot. If you’re covered, you aren’t 
going to make shots very often. 

You'll also be able to go 
online and play other sim fans 
like yourself and see if your 
strategy can stand up in the heat 
of head to head competition. And 
if you can’t go online, you'll find 
countless hours of fun in the best 


FINAL SCORE 
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franchise mode of all basketball 
games. It does an excellent job 
adding excitement and challenge 
to managing the NBA‘s small 
team rosters. 

The only problems come when 
the game is directly compared to 
Live 2003. When played head to 
head, 2K3 feels a little slow, a tad 
unexciting and a touch old school, 
but it still looks and plays the 
closest to real NBA basketball. 
For hardcore hoops fans, that’s 
what really matters. DAN EGGER 


NBA Live 2003 


NBA 2K3 

NBA 2Ke 

NBA ShootOut 2003 
NBA Starting Five 2003 


OUTSTANDING 


NBA 2K3 is the most realistic, chal- 
lenging, and polished basketball game 
we've played. But it’s just not quite as 
much fun as NBA Live 2003 overall. 
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You can’t see them, of course. After all, they're 
SEALs, a commando unit legendary for its ability 
to penetrate enemy territory undetected. And 
then strike with surgical precision. Enter the world 
of SOCOM: U.S. Navy SEALs, where stealth, intel- 


ligence and teamwork are the ultimate weapons. 
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Developed in association with the U.S. Navy 
SEALs, SOCOM is unconventional warfare the 
way it’s really fought. That means hostage 
rescues, reconnaissance, ambushes and 
demolitions. Hoo-yah. 


P 





Whether you're in single-player mode or playing 
online with and against up to 16 total players, 
your SOCOM headset is critical. It'll help you 
communicate and strategize with your unit, 
so everyone returns in one piece. Remember: 
“No SEAL left behind.” 
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Ly ~ 
Combat terror in extreme environments like 
Turkmenistan, Alaska, Thailand and the gnat- 
infested Congo. Should be a walk in the park. 
Next to Hell Week, that is. 





=, 


IN YOUR WXRLOD. 


LIVE 


PLAY IN OURS? 


PlayStation.c 


Blood 


»%) =/} 
omic 


BRGADGAND GNL¥Y 





Violence 


j 
b, 
& 
. 






s° REVIEWS 





PUB ACTIVISION | DEV MUCKY FOOT | PLAYERS ONE | RATED MATURE 


BLADE Il 


hile the Marvel comic and the two 
Ww movies sharing the same name 

have fared well, suffice to say that 
both the first, and now the second, Blade 


videogames have failed to perform likewise. 
Mucky Foot’s unique attempt—but ultimate 


failure—in 3D analog control is the game's till 


downfall, as it 
creates an awk- 
ward set of con- 
trols that neithe 
Ve) ai relia ale) 
furiously. But 
many gamers 
will feel com- 
pelled to press 
on, knowing that 
a massive amount of bloody vampire action lays in 
the waiting. 

With a combination of weapons (sword, guns, 
grenades), a skill-based Rage meter, and cool- 
looking melee fighting, the seemingly exciting thrill 
of kicking blood-sucker butt quickly vanishes as 
the controls frustrate, the Al acts oddly, and the 
levels plod methodically and redundantly onward. 
It's ultimately just not much (if any) fun. -DP 


weren’t for the damn controls. 


LACKING This oddly bal- 
C anced game sadly fails to 
FINAL SCORE make any good use of a very 


cool comic book character. 


PUB KONAMI | DEV KONAMI | PLAYERS TWO | RATING EVERYONE 





y now, American gamers 
BR: familiar with Dance eae 
Dance Revolution. We know what it is, 
and why it’s the most addictive arcade creation 
since Pac-Man. The question is no longer “what is 
it?’ but instead “how much is there?” In this case, 
it’s an entire DVD full. 
The U.S. ver- aa5cc Samana 
sion includes a_ | 
few exclusive 
tracks among 
more than 65 in & 
total, which is a 


nice tip in the 

direction of ee A 
American fans. £3 ‘Cliché though it may sound, this is 
The breadth of Dance Dance Revolution to the max. 


the lineup puts it head and shoulders above any 
other home DDR, and DDRMAX features a better 
proportion of danceable tunes in comparison to 

the PlayStation games. 

Serious fans should appreciate the improved 
Edit Mode. This allows players to customize song 
Steps and trade those routines, opening up new 
possibilities for dedicated dancers. Pick this one 
up without delay. -DS 


rARSRERA TARTAR 


FINAL SCORE 


OUTSTANDING 

Nothing touches this outside 
of the rare 7th Mix arcade 
machines. Don’t miss it! 
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& Killing vampires could be fun, if it 
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PUB CRAVE | DEV PAPAYA STUDIOS | PLAYERS ONE | RATED TEEN 


WHIRL TOUR 


Ae but ultimately half-baked idea 






















that neither expands the genre nor 

nears the quality of other, better 
extreme games, Crave’s Whirl Tour is essentially 
motor-powered skateboarding lite. 

With eight levels to ride through, players must 
search out and rescue the members of a band 
that have been 
mysteriously 
transported to 
another dimen- 
Sion. As you pull 
off numerous 
skateboarding 
tricks (100-plus) 
and ride rails 
that drape the 
environments, the game leans toward playing like 
a platformerm but without ever reaching that level 
of fulfillment. You interact with civilians, alter the 
environment, and fight bosses, but the game feels 
lost between genres rather than bridging them. 

In short, Whirl Tour is the Cool Whip of 
extreme sports games—younger kids might get a 
brief thrill from it, but everyone else will become 
Skate bored all too quickly. -DP 


TAILWHIP 
A Whirl Tour is easy to pick up and 
play, but it quickly becomes bland. 





$O-SO Papaya’s attempt at 

admirable: but this title fal 

admirable, but this title fails 
ee NAL 


to satisfy to any real degree. 


PUB/DEV KONAMI | PLAYERS ONE 


THE DOCUMENT OF 
METAL GEAR SOLID 2 


his first-of-its-kind videogame documen- 

tary goes beyond the extras normally 

included with movie DVDs and actually 
runs on the PS2 itself. The result: in addition to 
behind-the-scenes videos, you also get i. adi 
with scenes and : i 
(e) 8) [=e mire) aa 
MGS2 using the | 
PS2 pad—even 
to the extent of 
rotating and 
repositioning the 
camera during 
cinemas. 

There's also 
production art, trailers, and developer insight, plus 
a movie gallery containing every cinema from the 
game and a sound test that lets you cycle through 
the various “alert states” Konami has also included 
a few VR training levels from the upcoming MGS2: 
Substance. They're definitely enough to whet your 
appetite for more; the rest of this disc (a steal at 
$20) will satisfy even the biggest fan’s appetite for 
all things MGS. -RN 


PSM 


FINAL SCORE 


Meta! Gear Rex (Early Model} 


4 Models from MGS7 on the disc can 
be manipulated in 3D. Very cool! 


GOOD Loaded with cool 
extras and behind-the-scenes 
info, this is a true must-have 
disc for MGS fans. 
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PUB KONAMI | DEV KONAMI | TYPE FPS | PLAYERS ONE | RATED MATURE 


SILENT SCOPE 3 


onami just can’t help itself. After two 

K avenes ports of the arcade games Silent 

ope and Silent Scope 2: Dark Silhouette, 
this third version is a simply curious attempt. Silent 
Scope is a great coin-dropping arcade series, but it 
doesn't make a very good home port. 

Nonetheless, SS3 offers gamers two play 

modes: Silent 
Scope 3, which 
was specifically 
designed for the ® 
home version 
and proves to be © 
very challenging es. 


with seven loca- : 
4 Almost nothing has changed since 
the first Silent Scope. Yawn... 


tions with vary- 
ing degrees of 

difficulty, and Silent Scope EX, a step-by-step mis- 
sion-based game ported from the arcades. 

What's missing in all three Silent Scope games 
is the actual physical sniper rifle peripheral from 
the coin-op which makes Konami's thrilling arcade 
game so much fun—in the arcades. But once it's 
brought home, the visceral satisfaction of that killer 
peripheral is gone, and with it, more than 50% of 
the game's unique feel and overall fun. -DP 


PSM 


FINAL SCORE 


$0-S0 The great physical 
satisfaction from the arcade 
game is lost without the 
honking-big sniper rifle. 


PUB INFOGRAMES | DEV SHEFFIELD |PLAYERS ONE | RATED EVERYONE 


SUPERMAN 


It appears that Spider-Man may have been 
more of an exception than a rule, as 
Superman: Shadow of Apokolips doesn’t really 
cut it. Not only does it feel repetitive, but you never 
really get that feeling of awe despite controlling 
such a powerful superhero. Since flying is such an 
important aspect of the aa of —_— you would 
think that an eo. 

intuitive flight 
system would 
have been the 
top priority for 
the developers, 









but it wasn't. 

Overly com- 
plicated, the 4 While it looks great, Superman 
controls will plays like a lump of Kryptonite. 


undoubtedly turn away most of you casual gamers 
out there. In fact, most of the challenge in the 
game doesn't necessarily come from the enemies 
or mission objectives, but rather from trying to get 
from point to point quickly. Throw in the fact that 
the X button is used in so many different ways and 
you end up with a rather frustrating situation. 
Credit does go to the art staff for doing such a 
great job in capturing the look of the cartoon. -SF 


an Rep etitive mis- 
— bad fligh it controls, 

and too many robots make 
this game quite non-super. 


Be SCORE 





Hi-tech atiance nuctear attack submarine at 
Minus 1,000 feet. Your mission is simpl 

Blow the Meluguis Empire to kingdom come 
Underwater, your adu rsary will never see you. 
coming. They better not hear you either. Non- 
stop, adrenaline-pumping action and adventure 
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aster countermeasures, 
advanced sonar and 
PUasion technologies 
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Dont buy 2a game until you check here firsH 


CURRENT RELEASES 










Issue Month | Game Name Score Genre Publisher Summary 
Nov-02 hack Bandai -hack scores major points for its unique setting, but there's also some very solid 
game design to back it up. 





Nov-02 Commandos 2: Men Of Courage Strategy Eidos This game will keep you up late at night, but whether that’s due to levels that are 
really tough to crack or a control system that’s tough to use has yet to be decided. 


64 Nov-02 Conflict: Desert Storm Shooter Gotham If you're looking for a military shooter, this one's certainly worth trying—but SOCOM 
is still a much better game, overall. 


Nov-02 Disney Golf Sports While not as deep as the other titles, Disney Golf still provides a good amount of 
fun and enjoyment. 


64 Nov-O2 Dual Hearts RPG Atlus A simple, but incredibly likeable, action RPG romp with charm and collectibles to 
Spare. May be too sweet for some. 


Nov-02 Dynasty Tactics Strategy Koei lt may be too soft for some and too hard for others, but for a fair number of 
Strategy gamers, this should be just right. 


64 Nov-02 Ferrari F355 Challenge Racing Sega F355 delivers hyper-realistic control, challenging courses, and a very rewarding 
overall experience. 


Nov-O2 Grandia Xtreme Enix This dungeon crawler is without any genuine personality—and gets pretty monoto 
nous—but it does have its high points. 


Nov-02 Legaia 2: Duel Saga RPG Eidos Though Legaia 2: Duel Saga could've used some serious TLC—especially the 
graphics—the core gameplay is enticing enough to hook most RPG fans. 


Nov-02 Mobile Suit Gundam Action Capcom The license isn’t the only redeeming quality. It’s playable and replayable, which 
couldn't be said of most past Gundam titles. 


64 Nov-O2 Myst Ill: Exile Adventure | Ubi Soft A uniquely enjoyable adventure game, if you have the patience and want to try 
something different from the PC world. 


Nov-02 NHL Hitz 20-03 Sports Midway Arcade players will love this year’s solid additions, but it's still not the best choice 
for sim fans. 


Nov-02 Robotech: Battlecry Shooter The sights and sounds of the classic anime are retained in this solid shooter, which 
could have benefitted from more variety. 


64 Nov-02 Run Like Hell Horror Talcsige)fe\] While rough around the edges, RLH manages to deliver a few good scares. It just 
comes up short in several other areas. 


64 Nov-02 The Scorpion King Action Universal Appealing perhaps to younger kids, The Scorpion King is just middle of the road 
as far as action games go. 


64 Nov-02 Sega Bass Fishing Sports Sega The waters are pretty and the fishing is decent, but where's the fishing pole periph 
eral? Now that’s simulation! 


Nov-02 Sega Soccer Slam Sports Sega This is soccer that’s entertaining as a multiplayer experience. The slow framerate 
and muddy graphics hurt things. 


64 Nov-02 Sub Rebellion Action Metro 3D Too many controls and an awkward interface keep this from being a great game, 
even if it’s rich with solid strategic gameplay. 


64 Nov-O2 Summoner 2 RPG Volition deserves credit for sticking with the PS2 after a disappointing first effort. 
Summoner 2 shows improvement. 


64 Nov-02 Super Bust-A-Move 2 Puzzle Ubi Soft It's a great-looking Bust-A-Move, with the usual new wrinkles to keep it somewhat 
fresh. But why only two players? 


64 Nov-O02 The Thing Horror Universal A well-paced follow-up to the movie, The Thing will scare you silly. We just wished 
it looked a little better. 


64 Nov-02 TimeSplitters 2 Eidos Even without online support, 7S2 is a great multiplayer game and has plenty of 
modes and secrets to unlock. The difficulty curve is a little rough, though, so 
practice a lot. 


64 Nov-O2 Tribes Aerial Assault FPS Sierra More dedicated single-player missions would have made Tribes even better, but 
playing it online is amazingly fun and addictive. 


Nov-02 Turok: Evolution Acclaim Evolution may be an evolution for the series, but not for first-person shooters. The 
framerate and voice acting really should have been a lot better 


Nov-02 Ty The Tasmanian Tiger Platform Camera problems aside, Ty is a well-crafted platformer with plenty of challenge 
and personality. 


(0 © Wild Arms 3 Sony CEA Though the poorly done localization threatens to hurt it, Wild Arms 3’s excellent 


gameplay pulls through in the long run for a solid experience. 

























64 


















6 


: 












64 


























6 


a 





/ PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #65 DECEMBER 2002 / www.psmonline.com 


PiayStation®2 computer enteriainment system screens shown. 


1T BEGGING AS A OREM. 


HAVEN! CALL OF THE KING'S FREEFORMER” GAMEPLAY MOVES SEAMLESSLY SETWEEN RACING, SHOOTING, 
FLYING, GLIDING, SOATING AND DOG-FIGHTING GAMEPLAY IN A SEEMINGLY BOUNDLESS UNIVERSE! 
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HAVENS CALL OF THE KING 
DELIVERS AN EPIC EXPERIENCE 
OF MULTIPLE GAMEPLAY STYLES 
Feo) 1) ee 4 ed ee 
IN A MASSIVE UNIVERSEs 


You MUST FIGHT TO SAVE YOUR 
PEOPLE FROM AN ANCIENT EVILe 
DRAW UPON EVERYTHING YOU'VE 
EVER LEARNED TO FIND THE 
HERO WITHIN AND ANSWER THE 
CALL OF THE KING TO FREE YOUR 
PEOPLE FROM THE TYRANNY 

OF ENSLAVEMENT. 


Coming 2003 
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Dec-O1 
Dec-01 
Nov-O} 
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-July-01 
Nov-00 
Oct-02 
Sep-02 
 Sep-02 
Sep-02 
 Aug-O2 


Armored Core 3 

Dino Stalker 
GameBreaker 2003 
Gungrave 

Kelly Slater’s Pro Surfer 
Kingdom Hearts 

NCAA Football 2K3 

NFL Gameday 2003 
Need For Speed: Hot Pursuit 2 
Ninja Assault 

Pac-Man Fever 

Riding Spirits 

Socom: U.S. Navy Seals 
Street Hoops 

Tekken 4 

Barbarian 

Capcom Vs. SNK: Pro 

Fl 2002 

Madden NFL 2003 

Mat Hoffman's Pro BMX 2 
Men In Black II 

Mike Tyson Heavyweight Boxing 
NCAA Football 2003 
NFL 2K3 

NFL Blits 20-03 
Onimusha 2 

Sega Sports Tennis 
Aggressive Inline 

C-12: Final Resistance 
Endgame 

Fireblade 

MLB Slugfest 20-03 

The Mark Of Kri 

Romance Of The Three Kingdoms VII 
Sky Gunner 

Stuntman 

FIFA World Cup 2002 
Freekstyle 

GTC Africa 

Medal Of Honor Frontline 
Scooby-Doo: Night Of 100 Frights 
Spider-Man: the Movie 
Test Drive 

UFC Throwdown 

Way Of The Samurai 
Dropship: UPF 

Dance Dance Revolution Konamix 
Headhunter 

Lethal Skies 

Rayman Arena 

Red Card Soccer 20-03 
The Italian Job 

Transworld Surf 

Wipeout Fusion 

Army Men RTS 

Blood Omen 2 

Deus Ex: The Conspiracy 
Ecco The Dolphin 

ESPN NBA 2Night 2002 
Eve Of Extinction 

Herdy Gerdy 

Mad Maestro 

Mister Mosquito 

Savage Skies 

Smash Court Tennis 

Star Wars: Jedi Starfighter 
State Of Emergency 
World Rally Championship 
Fatal Frame 

Hot Shots Golf 3 

King’s Field: Ancient City 


H SCORES 


| Game name 


Final Fantasy X 
_ MGS 2: Sons Of Liberty _ 
Tony Hawk's Pro Skater 3 (PS2) 
| Devil May Cry | 
Madden NFL 2002 (PS2) 
Gran Turismo 3 © 
SSX (PS2) 
Need For Speed: Hot Pursuit 2 
Madden NFL 2003 
_ NCAA Football 2003 
NFL 2K3 
Aggressive Inline 
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Action 
Light gun 
Sports 
Action 
Sports 
RPG 
Sports 
Sports 
Racing 
Lightgun 
Party 
Racing 
Action 
Sports 
Fighting 
Action 
Fighting 
Racing 
Sports 
Sports 
Action 
Sports 
Sports 
Sports 
Sports 
Action 
Sports 
Sports 
Action 
Light Gun 
Action 
Sports 
Adventure 
Strategy 
Action 
Driving 
Sports 
Racing 
Racing 
FPS 
Action 
Action 
Racing 
Fighting 
Action 
Action 
Music 
Action 
Action 
Party Game 
Sports 
Driving 
Sports 
Racing 
Strategy 
Action 
Action/RPG 
Adventure 
Sports 
Action 
Adventure 
Music 
Action 
Action 
Sports 
Shooter 
Action 
Racing 
Horror 
Sports 
RPG 


| Score | Genre 


Le) 


RPG 


- Action 
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- Action 


Sports 


- Racing 
Snowboard/Race 
- Racing 


Sports 
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| Publisher 


Agetec a 
Capcom 5} 
989 Studios 57 
Sega 57 
Activision 57 
Square EA 57 
Sega 57 
989 Sports 56 
EA 56 
Namco 56 
Namco 56 
Bam! 56 
Sony CEA 56 
Activision 56 
Namco 56 
Titus 56 
Capcom 55 
EA Sports 55 
EA Sports 55 
Activision 55 
Infogrames oe 
Codemasters 55 
EA Sports 55 
Sega 55 
Midway 55 
Capcom 55 
Sega 55 
Acclaim 55 
Sony CEA ao 
Empire 55 
Midway 55 
Midway 54 
Sony CEA 54 
Koei 54 
Atlus 54 
Infogrames 54 
EA Sports 54 
EA Big 54 
Majescco 54 
EA 54 
THQ 54 
Activision 54 
Infogrames a 
Crave 53 
Bam! 53 
Bam! 53 
Konami 53 
Acclaim 53 
Sammy a 
Ubi Soft 53 
Midway 53 
Rockstar 53 
Infogrames af 
Bam! 53 
3D0 53 
Eidos 53 
Eidos 53 
Acclaim 53 
Konami 53 
Eidos 52 
Eidos 52 
Eidos 52 
Eidos 52 
Bam! 52 
Namco 52 
Lucasarts 52 
Rockstar 52 
BAM! 52 
Tecmo 52 
Sony CEA 52 
Agetec. 





Square 58 
Konami 57 
Activision 

Capcom 

EA Sports 

Sony CEA 

Electronic Arts 

EA 

EA Sports 

EA Sports 

Sega 


- Acclaim 
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Hol-01 
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Hol-01 

Hol-01 

Dec-01 
Dec-01 
Dec-01 
Dec-0] 
Dec-01 
Dec-01 
Dec-01 
Dec-0] 
Dec-01 
Dec-01 
Dec-01 
Dec-01 


Iss. | Month 


May-02 
Apr-02 
Apr-02 
Feb-02 
Jan-01 
Jan-O1 
Jan-O1 
Hol-01 
Hol-O1 
Dec-01 
Dec-O1 
Dec-O1 
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Knockout Kings 2002 

NFL Blitz 20-02 

Pirates: Black Kat 

Sled Storm 

Star Wars: Racer Revenge 
Triple Play 2002 

Virtua Fighter 4 

AirBlade 

ESPN Winter Sports 2002 
High Heat Baseball 2003 
March Madness 2002 
MotoGP 2 

No One Lives Forever 
Pac-Man World 2 

Tiger Woods’ PGA 2002 
World Tour Soccer 2002 
Dragon Rage 

Drakan: The Ancients’ Gate 
Gitaroo Man 

Grandia II 

Jade Cocoon 2 

Legends Of Wrestling 

Maximo: Ghosts To Glory 

Max Payne 

NBA 2K2 

NFL GameDay 2002 

Parappa The Rapper 2 

Rez 

Wave Rally 

X Games Snowboarding 2002 
Wizardy: Forsaken Land 

007: Agent Under Fire 

Arc The Lad Collection 
Burnout 

Final Fantasy X 

Forever Kingdom 

Frequency 

Hoshigami 

Jak And Daxter 

Sega Sports NFL 2K2 
Shadow Hearts 

Tsugunai: Atonement 

Baldur's Gate: Dark Alliance 
Dragon Warrior VII 

Dynasty Warriors 3 

Giants: Citizen Kabuto 

Grand Theft Auto 3 

NASCAR Live 2002 

NBA Live 2002 

NHL Hitz 20-02 

Project Eden 

Shaun Palmer’s Pro Snowboarder 
Smuggler’s Run 2 

Soul Reaver 2 

Splashdown 

SSX Tricky 

Thunderstrike: Operation Phoenix 
Vampire Night 

WWF Smackdown! 3 

Ace Combat 4: Shattered Skies 
Batman: Vengeance 

Capcom Vs. SNK 2 

Crash Bandicoot: Wrath Of Cortex 
Guilty Gear X 

Half-Life 

Harvest Moon: Save The Homeland 
Metal Gear Solid 2: Sons Of Liberty 
NHL 2002 

Okage: The Shadow King 
Supercar Street Challenge 
Tony Hawk’S Pro Skater 3 (PS) 


Game name 


Deus Ex: The Conspiracy 

_ Hot Shots Golf 3 
Virtua Fighter 4 

_ Maximo: Ghosts To Glory - 
Jak And Daxter 

_ Sega Sports NFL 2K2 
Shadow Hearts 
Grand Theft Auto 3 
SSX Tricky 
Ace Combat 4: Shattered Skies 
Half-Life 
NHL 2002 


These are the games that you’ve GOT to get your hands on! 


Sports 
Sports 
Action 
Racing 
Racing 
Sports 
Fighting 
Action 
Sports 
Sports 
Sports 
Racing 
FPS 
Platform 
Sports 
Sports 
Action 
Adventure 
Music 
RPG 
RPG 
Wrestling 
Platform 
Action 
Sports 
Sports 
Music 
Shooter 
Racing 
Sports 
RPG 
Action 
RPG 
Racing 
RPG 
Action/RPG 
Action 
RPG 
Adventure 
Sports 
Sports 
RPG 
Action/RPG 
RPG 
Action 
Action 
Action 
Racing 
Sports 
Sports 
Action 
Sports 
Action 
Adventure 
Racing 
Racing 
Sim 
Shooter 
Wrestling 
Air Combat 
Action 
Fighting 
Platform 
Fighting 
FPS 
RPG/Sim 
Action 
Sports 
RPG 
Racing 
Sports 


| Score |Genre 
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Actiov/RPG 
Sports 
Fighting 
Platform 
Adventure 
Sports 
Sports 
ere a 
Racing 

Air Combat 
FPS 

Sports 


Iss. Publisher 


EA Sports 
Midway 
EA 

EA Big 
LucasArts 
EA Sports 
Sega 
Namco 
Konami 
3D0 

EA 
Namco 
Vivendi 
Namco 
EA Sports 
989 Sports 
3D0 
Sony CEA 
Koei 

Ubi Soft 
Ubi Soft 
Acclaim 
Capcom 
Rockstar 
Sega 
989 Sports 
Sony CEA 
Sega 
Eidos 
Konami 
Atlus 

EA 
Working Des. 
Acclaim 
Square 
Agetec 
Sony 
Atlus 
Sony CEA 
Sega Sports 
RPG 
Atlus 
Interplay 
Enix 

Koei 
Interplay 
Rockstar 
EA Sports 
EA sports 
Midway 
Eidos 
Activision 
Rockstar 
Eidos 
Infogrames 
EA Sports 
Eidos 
Namco 
THQ 
Namco 
Ubi Soft 
Capcom 
Universal 
Sammy 
Sierra 
Victor 
Konami 
EA Sports 
Sony CEA 
Activision 
Activision 





Publisher 


Eidos 
Sony CEA 
Sega 
Capcom 
Sony CEA 


_ Sega Sports 


RPG 


~ Rockstar 


EA Sports 


Namco 


Sierra 


EA Sports 









- Enter Champs Sports All-Star Game Sweepstakes. 
= ~~ Visit your local Champs Sports store of log on to champssports.com 


a ae ak ea a ea a a 





is is NBA 


Starting Five-the game that moves so fast you'll be hitting the showers after you play. 
: Execute real NBA team tactics that'll keep your offense putting up numbers and your D 


ate roster then bench the slow ones. And get familiar with the pause button. You’re gonna need it. 
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Take on the cut-throat Yakuza mafia as a top-level 
cop or spy in 40 INSANE MISSIONS 
—double the number of the original hit. 


= LELIE ithe ie 












Blast away enemies with new CAR-MOUNTED 25% 
ROCKET LAUNCHERS and blast away friendsin = =— st 
MULTIPLAYER showdowns. 






ny Shy ons 


For evel more high-impact action, DON'T BRAKE | 
FOR PEDESTRIANS. Now if they get in your way, 
they're gonna pay. 
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Enter to win cool prizes at 
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Screenshots taken from PlayStation"2 
computer entertainment system gameplay. 
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Violence 


...Smash into pretty much anything you see...get that 
euphoric feeling that comes rarely in life.” 
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s it revs up for 
its January 
2003 release, 
ents Midnight Club 2 
= = s SS is alreadya 
much faster, deeper and pretti- 
er racer than its top-selling 
PS2 predecessor. The 
.“% game engine has been 
completely overhauled, 
with a trunk-load of new fea- 
tures added to make each of 
the game’s three huge cities 
much more interactive than 
anything seen in the first game. 
Just how is MC2 better than 
MCT? Let us count the ways... 





First of all, we can’t overemphasize the amazing 
sense of speed you get while racing—this could 
end up being the fastest racer we’ve ever seen 
on PS2. Cars can gain speed boosts by drafting 
(“slipstreaming”) the car in front of them, or by 
using nitrous oxide feeds to blast through traffic. 
With objects zipping by you at over 100 mph on 
crowded city streets, it’s almost sensory overload. 

You start out with the worst car imaginable, 
and it’s up to you to find a better ride. To do so, 
you drive around until you spot a car that’s a lit- 
tle better than yours (but one that you think you 
could still beat), and challenge it to a race by 
flashing your headlights. The race course is a 
series of checkpoints spaced throughout an area 
of the city, and the first car to hit them all wins. 
When you beat someone you'll take his car, 
which you can then use to race against better, 
newer vehicles. 

Just as in Rockstar’s Grand Theft Auto 
games, real licensed cars aren’t used for the 
simple reason that the cars in this game get 
smashed all to hell (car manufacturers don’t 
want to see their pretty babies scratched). In the 
early demo version we played, the fastest car 
that we got to drive was the Veloci. It was faster 
and controlled better than the other cars, and 
came equipped with a nitrous oxide feed (nice!). 
Angel Studios is still figuring out which cars will 
have NOS, and exactly how many times each 
car Can use it. The handling of the Veloci was 
very tight, and handled well even at top speeds. 


Another really cool thing about Midnight Club 2 
is the addition of motorcycles to the lineup of 
vehicles. Bikes are great for weaving through 
traffic at crazy speeds, but they’re easier to 
crash, they take more damage than a Car, 
aggressive competitors can knock you off your 
bike, and if you take a turn too tightly you can 
fall off. You can also fall off a bike if you don’t > 
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& The developers at Angel Studios are A As you race down city streets and subur- 


obsessed with creating cool lighting effects. ban neighborhoods, you'll see all the pretty 
Really, it’s a sad, scary addiction... scenery reflected off your shiny new ride. 





» execute a wheelie or endo correct- = up a lot of smoke and leave a nice 









ly (an “endo” is the opposite of a circular skid mark. Also, when you 

wheelie, with the back of the bike in come around a hard turn you can 

the air). If you simply slam the analog —_ drop the knee and lean your weight 

stick back when popping a wheelie into it (this makes you more prone to 

you will fall, so there is a degree of falling off, though). Unfortunately, z. 

Skill involved. If done right, though, there is no nitrous feed on the me ; ae 

you can cruise through traffic in bikes—you'll just have to settle for Tokyo was originally planned to be in the first Midnight Club, but had to be cut from the 

between cars, leaving opponents to reruns of Street Hawk. game due to time restraints. fC2 finally makes it possible to go crazy on Japanese streets, a 

choke on your exhaust. Cars and bikes can compete real-life hotspot for illegal street racing. This could end up as the coolest city in the game. 

When you peel off on your bike, against each other, and both are a lot 

you can do a burnout (drive ina small _ of fun to drive. Granted, it’s mainly a first bike you can play the rest of the a : 

circle) prior to racing, which will stir car game, but once you unlock the game on bikes if you want to. The fo pga: eeacinape eo 
SP eee Soca Ue alee bike racing would make a complete characters than its pred- 
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“Y ecessor did. Beating rac- 
> ers, like Dice here, will 

be cooler than racing 

some empty car. 


game in and of itself! 















You navigate the city using a see- 
through, heads-up display (that 
can be toggled on and off) > y , 






With heavier traffic this time around, it’s 
a good thing that you'll now be able to use 
a bike to zip in-between cars. 





Weather effects will really help to bring 
Pr —Ss«the cities to life. Just check out the moody 
Ss tie late-night fog going on in this screen. 





n fun. 
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A The real reason you want to look good 
during the race is to pick up hot chicks, 
right? This game will have its fair share. 


> and a rear-view mirror. Main 
roads, arteries and changes in eleva- 
tion are denoted in lighter and dark- 
er shades of blue on the display. 
There is also a “look back” camera, a 
first-person view and a “cinematic 
cam” The look back camera shows 
the player the rear of their vehicle, 
while the cinematic cam (a selec- 
table option) takes creative license 
and zooms in for a stylized look at 
cool moments (such as when pulling 
a wheelie or endo). It also pans back 
for a wider view when you catch air, 
or a biker is ejected from his seat 

~ into a wall. The first-person view is 
so fast and realistic that it’s scary. 

There are a number of interac- 

tive elements in the game. If it looks 
like you can smash it, you can. Fire 
hydrants can get knocked over and 
crates can be busted up. If you see 
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_. While the cities in the game aren’t 
mapped out to be street-for-street accurate, 
there are plenty of major landmarks in each 
to give you that genuine look and feel. 


people on the streets, they'll dive out 
of your way (@ la GTA3) and get back 
up. Unlike GTA3, however, they won’t 
try to clothesline you or shoot at 
you—this game is all about racing. 
After nearly getting killed, they go 
back to what they were doing, as if to 
say, “Oh, I’m walking away now. 
There are no verbal assaults like “You 
suck” or “You lousy driver’ 


Another cool feature of this game is 
the artificial intelligence of the traf- 
fic—especially when it comes to your 
fellow racers. Each has their own per- 
sonality; some drivers are aggressive 
and will go after you to deliberately 


~ try to crush you. Others are more 
cautious, so if you try to hit them, 


they’ll be more wary of you. If you try 






i. 


4 Once again, we see a great example of spectacular lighting effects. The dimming street lights, rising sun, early morning fog, and car reflec-. 
tions all come together to create a very realistic impression. When it rains, you can even see reflections on the wet streets! 





to drive head-on into standard traffic, 
that vehicle might swerve (with 
smoking tires!) or honk at you. Or, he 
might crash into a streetlight or 
knock over garbage cans, which 
might block your path and slow you 
down. Some drivers will use short- 
cuts often, while others won't. If you 
try to draft a car, it may become 
aware of your presence and swerve 
out of the way. A lot of time is being 
spent to make the cars behave dif- 
ferently from each other. 

Angel Studios has polished the 
game engine to the point where it > 





Traffic jams always stink, but they’re real- 
ly lame if you get caught in one while in the 
middle of a race to earn a shiny new car. 





4 The first Midnight Club was a huge 
hit, and that was before The Fast and the 


Furious tore it up at the box office. 
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RIGHT TURN LEFT TURN STOP RESTART 





AFFIX OWN JETPACK 
BEFORE ASSISTING OTHERS 





























PLEASE DO NOT REMOVE THIS FOLDER FROM JETPACK 





FALLING TO YOUR DEATH 


IN CASE OF MISSILE LOCK 
THROW: 








FLARE GRENADE 


SPITBALL TANTRUM 








(4) KISS ASS 
GOODBYE 








FUTILE FLAPPING CANNONBALL PRAYER 


ENTERING TRANSPORT 





= IF YOU CANNOT PERFORM THESE FUNCTIONS, PROCEED DIRECTLY 
ATTENTION: TO TRIBES.SIERRA.COM FOR A TRIBES VIDEO FEATURING “DOWNFALL.” 


¢ DON’T FLY ALONE. PLAY WITH UP TO 16 PEOPLE OVER 
MODEM OR BROADBAND USING SONY’S NETWORK 
ADAPTER. SHARE THE PAIN. 


e JETPACKS LET YOU TAKE THE CARNAGE AIRBORNE. 
THE FORECAST CALLS FOR RAIN—OF BLOOD. 


° CATCH BIG AIR—AND CATCH THEM UNAWARE— 
WITH EXTREME SKIING, JETPACK-STYLE. 


° CAN'T GET IT UP WITH YOUR JETPACK? JUMP IN A 
FIGHTER, BOMBER, ARMED TRANSPORT OR GRAVBIKE. 
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> can display as much ambient traffic 
as it could possibly want, in many dif- 
ferent scenarios. For example, a truck 
_ Can suddenly reverse out of a garage 
and block your path. In Career Mode, 
the difficulty of the traffic depends on 
many factors, such as the neighbor- 
hood you're in, what street you're on, 
and the time of night you’re racing. In 
Cruise Mode, however, you can select 
you own preferred levels of traffic 
density. In the Arcade Mode, you can 
race all of your Career Mode races, 
plus there are another 60 to 70 races. 


In all racing games the computer-con- 
trolled cars follow a path or rail, but in 
Midnight Club 2 each car makes a dif- 
ferent decision about which way to 
turn depending on what's blocking 
their path. This is a definite improve- 
ment over the first Midnight Club, 
where you could simply follow the guy 
who knew the quickest route in order 
to win the race. Now, one car will win 
the first race, but another one will win 
the second race because they chose a 
different route—the cars choose their 
own paths on the fly. It’s still a good 
idea to sometimes trail other racers, 


though, to see different ways to take a 
shortcut—through a building, taking a 
jump, cutting a corner, going through a 
tunnel, etc. Playing “follow the leader” 
is a good way to learn the map. 


You can drive literally anywhere with- 
in the game's three massive cities 
(Los Angeles, Paris, and Tokyo). Each 
is huge and expansive, and often 
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seems bigger than the map indicates. 
Everything about each city is 
unique—they didn’t just map different 
textures onto the same track. Street 
widths and turns are different, so that 
each city has its own distinct racing 
style, and are fully interactive with 
police, pedestrians, stuff you can 
break, jumps you can make, and mul- 
tiple-tier driving (a new feature). 

L.A. is a grid of surface streets 
surrounded by big highways, so > 


The car models are incredibly detailed. 
Along with being super shiny and reflec- 
tive, you can even spot the brake rotors! 















a Just another hot Saturday night spent | 
cruisin’ down the streets of L.A., looking for | — 
other cool cars to race against. 





\ Sometimes you've gotta have a car just : 
for style. We're not saying this car isn’t good 
in a race, but if it wasn’t, we'd still want it. 








Street detail this good diathey oni pos- 
sible in the first Midnight Club. Too bad it will 
all be just a blur at 100 mph! 





To challenge a car to a race, you simply ii 
pull up near it and flash your high beams. Be 
careful who you challenge, though! 





Which way will you go—left or right? 
You’ve got to learn every little side-street 
and back-alley to become top dog. 





Wide-open roads are a street racer’s 
dream, and despite heavy traffic in some 
areas, you'll still find perfect spots like this. 
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y : The bike has a lot of advantages—and looks pretty damn cool—but it does have its draw- 
backs. If you don’t handle it with respect, it’ll send you flying onto the asphalt. 





y Leaning into a turn will help you take it, : 
but it also makes it easier to fall off the bike. 
You have to plan your moves in advance. 
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A. Most of the game’s main characters are % 
still top secret, but we do know that this 
guy’s name is Moses. And he’s overweight. 














A You can start racing as early as dusk, and 
as you go through the night the sky and 
lighting will change dramatically. 


A We wonder what would happen if we 
popped a wheelie, and then laid the front 
tire down on the back of a car. Hmmm... 





A Here’s a biker shot that’s similar to 
screen to the upper-right, only now it’s clos- 
er to dawn. See the difference? 


| Remember, you’ve got to beat a car to 
win it. Once you have a car, though, you'll 
keep it—even if you total it over and over. 
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A There will be several different views to 
choose from, some more playable and some 
that are just pretty to look at. 


A This is what it’s all about, folks—hardcore 
illegal street racing! Some races are one-on- 
|, One, but many include multiple cars. 
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> it takes a combination of technical 
driving and flat-out speed to win. L.A. 
also has the Aqueducts (seen in films 
like Terminator 2), and you can race 
through the Hollywood Hills and resi- 
dential areas. Santa Monica is part of 
the landscape, as well. 

Paris has more rounded, tighter 
turns (including back alleys, cobble- 
stone roads and narrow streets), 
demanding a higher level of technical 
driving. The cobblestone streets will 
make your Dual Shock rumble, which 
is a cool touch. There are cathedrals, 
of course, and you can even drive 
Straight through a church (not that 
you should, of course). 

Tokyo has more angled roads, and 
is all about pedal-to-the-metal 
speed. Tokyo includes many land- 
marks, like Kaminarimon temple, and 
other notables from the skyline. It’s 
an incredibly complex, multi-layered 
city, with an amazing amount of 
design work that really shows. 

None of the cities are laid out 
street-for-street like their real-life 
counterparts—they were designed, 
first and foremost, with gameplay in 
mind. The areas look right, but have 
been compressed in order to get in 
as much gameplay and as many great 
props as possible. For instance, the 
streets in Tokyo are as wide as the 
ones here in the United States, but in 
reality theirs are about half the size. 
The game could be accurate and 
replicate that, but then you'd be 
smashing your car every few seconds, 
which wouldn't be very fun. 
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ever, there are some major fantasy 
elements thrown in, as well. There 
are insane shortcuts—you can drive 
through buildings, break through win- 
Colo) Mare ]alemelam cole me) moleli(el avec Ulta) e) 
off of freeways, zip through pipe- 
laden underground passages, smash 
through barriers, and loads more. You 
have more choices in this kind of rac- 
ing game. There’s a tight turn if you 
want to go one way, but another way 
might have a traffic jam and a third 
way has a big jump. It’s an urban, 
modern day fantasy—ultra-illegal 
stuff that you could never do, but 
have always dreamed of doing. 
Before we got our hands on MC2, 
we were wondering how it would 
compare to the racing missions in 
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GTA3. After all, wouldn’t GTA3 
already contain everything found in 
MC2? We're happy to say that we 
found plenty of things that make 
MC2 leagues better when it comes to 
racing. MC2 is insanely faster, and 
while GTA3 is not laid out to be a rac- 
ing city, MC2 is all about overpasses, 
highways—stuff to actually race on. 
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The visual effects have vastly 
improved since the first Midnight 
Club. The cities look stunning and 
unique, with lots of sweet lighting 
tricks. One of the most striking 
effects is the explosions, which 
weren't in the last game. Damage 
your car in a high-speed crash or col- 
lision, and you can almost feel the 
heat from the flames. The more your 
car is damaged, the more it will 
smoke and be difficult to handle. Cars 
won't always explode when totaled, 
though—usually, it takes high speed 
to trigger a huge boom. 

Bright particle effects are seen 
when you hit a streetlight or scrape 
against the side of a building. Skid 
marks are permanent, which by itself 
is cool, but you can use this trick to 
mark a certain spot as a reference 
point, which is even cooler. 
Depending on the neighborhood, the 
lighting and textures of the streets 
will be different to create unique 
moods. Industrial areas will have dim- 
mer lighting and cracked roads, for 
example. They'll be adorned with 
more junk, too, like shopping carts. 

The build of the game that we got 
Come) Fe \mel(elammate\-i- lami c-l nse 
effects running yet, but they’re sure 
to be in the final version. You can 
expect light rain, heavy rain, and fog, 
as well as three different times of 
night (dusk, midnight and dawn set- 
tings). There’s no snow, however, 
since that wouldn’t be as much fun to 
race in (especially for the bikes). 


Playing Midnight Club 2 reminds us of 
Classic car chase scenes in movies 
like Bullitt and The French Connection. 
If Rockstar and Angel Studios can see 
their plans through to the end, then 
Midnight Club 2 should offer a pretty 
insane urban racing experience when 
it hits in January. What a cool way to 


kick the new year into high gear! [= 
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ARTWORK BY ADAM WARREN AND RYAN KINNAIRD 








n our new ongoing series of “PSM Makes” features, we'll be offer- 
ing ideas for how to freshen up different areas of gaming. It’s fun to 
dream about great games, and it’s our hope that these articles will 
Stimulate change and innovation in future titles. We'd love to hear 
your ideas, too—send your take on this month’s topic to the Letters 


section. Now, let’s put on our thinking caps! 


WHAT’S WRONG 

WITH RPGs? 
Here at PSM, we’ve logged thou- 
sands of hours adventuring, and 
loved every minute of it. But then, 
that’s why we’re lobbying for 
change—we’ve seen it all a hundred 
times over. When you think about it, 
the genre has evolved very little 
over the years. RPG cliches are so 
entrenched that they’ve become 
unbreakable rules. Much of what 
we'd like to change includes simple 
polishing of the traditional console 
RPG formula, changes that we think 
should have been made years ago. 


POINT |: STORY, 
STORY, STORY! 


Any RPG fan knows that a com- 
pelling story is essential—if the 
characters suck or the adventure is 
boring, then it really doesn’t matter 
how good the gameplay is. The plot 
should be epic, on a grand scale. At 
the same time, the story has to be 
compelling on an intimate, personal 
level for the characters. You need a 
villain that you genuinely learn to 
hate. Also, when we think “RPG”, 
images of elves, dragons and spell- 
casting are the first things that come 
to mind. So, our personal prefer- 
ence is to drop any sci-fi elements 
and focus squarely on the essentials. 
Lush green forests, deep blue skies, 
endless oceans and snow-topped 
mountains—that’s the world for us! 
We would add unique visual takes to 
the design of these classic settings, 
so the game would have that classic 
RPG feel with a fresh new twist. 


POINT 2: TRIM 

THE FAT 
The main quest in the game should 
tie into nearly everything that you 
do. Really, if a horrible evil is threat- 
ening to end the world, the party 
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wouldn’t have time to collect butter- 
flies or help little Billy get over his 
cold. It’s important to have side 
quests, but with just a little extra 
effort they can be designed to make 
sense within the context of the story. 

And, for the love of all that’s 
holy, we would bury random battles. 
They’re almost always over-used, 
tedious, and can turn a great RPG 
into an exercise in frustration and 
boredom. Of course, fighting is very 
important, and would be represent- 
ed well. But we'd strive to give the 
player the choice to go into battle, 
and then make combat so fun and 
rewarding that he’d actually want to 
do it. Sometimes combat would still 
be forced, such as boss battles or 
fights that are key to the story, or in 
specific areas where enemies lie in 
wait to ambush you. Those situa- 
tions would be rare, though. (For 
more of our thoughts on this subject, 
see our Combat System notes). 


POINT 3: THE 
COMBAT SYSTEM 


Combat in RPGs can quickly become 
a chore, something you're forced to 
sit through to get to the good stuff. 
As much as we love the Final Fantasy 
series, it’s probably the worst in this 
regard because all of the cool stuff 
takes place in the movie cinemas. So, 
in effect, the game makers are letting 
you handle the tedious stuff, then 
they take the controller away from 
you every time they want to show 
you something cool. Shouldn’t the 
player be actively involved in a game’s 
most memorable moments? 

To make sure that the thou- 
sandth battle is still just as fun as 
the first, we’d add a lot of new ele- 
ments to freshen up the fights. We 
didn’t come up with all of these 
ideas ourselves, but the real key is in 
finding just the right mix: 


#65 DECEMBER 2002 


A. MANEUVERING Rather than 
lining up the good guys and bad 
guys on opposite sides, we’d have 
‘em all get in there and mix it up. 
Good placement of your party 
members would be a crucial part 
of formulating a winning strategy, 
and spells and attacks would play 
off of range and positioning. This 
opens up great potential for com- 
bat variety right from the start. 
The battle could start with the 
enemies’ backs to you, you could 
be surrounded, or enemies could 
be on the other side of a river, 
pelting you with arrows. 


B. USE THE ENVIRONMENT if 
you start a fight on an area of the 
map that contains boulders next to 
a river, then that’s where the fight 
would actually take place. You could 
use the boulders for cover, climb 
them for a height advantage, or 
knock enemies into the river to be 
swept away by the current. The pos- 
sibilities are endless: your movement 
rate might be halved because of 
deep snow; part of the battlefield 
could be on fire; you could be in 
danger of being knocked off a cliff- 
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side. All sorts of creative strategies 
would be possible, and the action 
would stay fresh, since no two bat- 
tlefields would be exactly the same. 
Creative players who use clever 
strategies would be rewarded with 
quick, decisive victories. 


C. DAMAGE MODIFIERS The 
ability to maneuver freely and use 
the environment offers ways to add 
bonuses to damage. For instance, 
attacking from behind could deal 
extra damage, as could throwing an 
enemy into something painful, like a 
boulder or a wall of spikes. Also, 
flanking a villain with two of your 
party members could lower his 
defense score. There are tons of 
possibilities here. 


D. LESS IS MORE We'd include 
fewer attacks, spells and items than 
most RPGs, but each one would 
have multiple creative uses. Gaining 
new spells, abilities and weapons is 
one of the simplest joys in an RPG, 
but too many other games cheapen 
it by oversaturating the game with 
too much stuff, to the point where 
nothing seems very special. > 


AVOID THE CLICHES! 


PGs are the most cliched 
videogames on the planet. In 
our game we'd keep the 


tried-and-true elements that are at 
the very heart of what the RPG 


experience is all about, but wher- 
ever we could, we'd steer clear of 
things that have been done to 
death. Such as... 


> A guy and girl go 70 hours 
barely trading glances, and then 
they’re suddenly “in love” 
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> Wild animals and mindless 
monsters carry bags of gold. 


> The lead character is a young 
boy who doesn’t realize that he is 
“the Chosen One.” 


> The princess, girlfriend, or 
whoever, gets herself kidnapped. 


> The ending, while trying to be 
dramatic and artsy, will offer no 
real closure or payoff whatsoever. 


Really, the list is endless. 





CHARACTER COUNTS 


You can’t have a compelling story without cool characters, right? Our 
adventuring party would stay true to its RPG routes, but throw in a few 
unique twists. We’d also focus on giving our group a cool edge, with a 
bit of sex appeal—no generic, super-deformed Playskool people for us. 


THE MAIN GUY This is the 

guy that you experience the 
game through, so he has to feel “com- 
fortable” to most players. If his design 
is too unique, or his personality too 
“out there”, he’ll constantly conflict 
with what most players would likely 
feel or do in a situation. With that in 
mind, we’d make him a human male, 
around 18 or 19 (to fit the game’s 
largest potential audience). He would- 
n’t have a secret past, be the “Chosen 
One” or have a coming-of-age yearn 
for adventure. Our thought is that he 
would be a soldier, returning home 
from a decade of training at a presti- 
gious order of knights. Upon returning 
home, he would reunite with his best 
friends from childhood, and be some- 
thing of a celebrity in his small village. 
When an unseen evil force appears 
and wipes out the knight’s homeland, 


our hero is duty bound to recruit his 
friends in his quest to set things right. 


THE MAIN GIRL A good 

romantic interest is an obvious, 
but important, addition to an epic 
story, but there would be a lot more 
to our heroine than pouty looks. Lead 
female characters are often nicey-nice 
healers, but that’s too easy—we'’ll 
make our gal the team’s heavy-hitting 
dark magic caster, making our lovey- 
dovey couple a serious one-two 
punch in combat. She’d have a rebel- 
lious streak. Her style of spellcasting 
would be more “rock-’n-roll”, with 
holstered spellbooks and spells writ- 
ten all over her body for quick refer- 
ence. Our idea is that she was raised 
to follow the path of a healer by her 
stepfather, a revered cleric who is 
corrupt behind the scenes. He’s 


always berating her for “making him 
look bad” by lagging in her cleric 
studies, until one day he finds out 
why—for years she’s been secretly 
studying the dark arts with her real 
father in seclusion! And you just know 
we'd have to have a massive dad-ver- 
sus-stepdad battle down the road. 


THE ROGUE Next we'd toss in 

a shadowy, roguish figure to 
add some spice to the mix, a guy who 
doesn’t always follow the straight and 
narrow. He’s cool, mysterious—a bad 
boy that can only barely be called a 
“good guy.’ His shadow-jumping, 
back-stabbing ways make him an out- 
cast, but he’s a valuable asset in com- 
bat and the main hero can’t afford to 
be picky. Maybe our rogue even 
makes a play for the heroine? His 
stealth and quick, precise attacks 
would make for fun play mechanics, 
and add nice variety to the cast. 


THE VETERAN Now let’s add 

a veteran adventurer to serve 
as a mentor to this young team. He’s 
the guy who'll be able to tell the 
party why they should be afraid of 
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the Dark Forest, or why Black 
Dragons are something they want to 
avoid. He’ll also provide the most raw 
muscle for the team, thanks to his 
own bulky frame and several totems 
and potions enchanted to increase 
his power. One interesting thought 
here is, what happens when you 
overuse strength potions? Just like 
steroids can be harmful, will his body 
begin to break down? Interesting 
story potential there. 


THE COMBAT MEDIC 

Finally, this team is going to 
need a healer if it hopes to get any- 
where. It would be nice to have 
another female on the roster, but we 
don’t want to fall into the old “soft- 
spoken Aeris-type” cliche. Our solu- 
tion is to ditch the tired cleric 
stereotype for a more hands-on 
“combat medic” approach—and we 
do mean hands-on. She would liter- 
ally stick her hands inside of a 
wound to magically fuse it back 
together. To contrast her gruesome 
work, we’d give her a bubbly, cheer- 
ful personality. Yeah, it’s kind of 
twisted, but it’s fresh and we love it! 
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E. MORE LOVE FOR THE 
FIGHTERS Spellcasters will usual- 
ly keep getting new impressive- 
looking spells, while fighters mostly 
settle for the same old boring 
“Attack” option. Our fighters would 
get to play with cool PS2 special 
effects too, thanks to advanced 
combat techniques. Borrowing from 
fighting games, we’d work in com- 
bos, martial arts, throws and 
more—all still done within a strate- 
gic, turn-based structure, of course. 


F. DON’T STOP THE STORY! 

In most RPGs, doesn’t it seem like, 
when the fighting starts, the adven- 
ture pauses while you play a kind of 
combat mini-game? We think that 
combat should flow with the game 
naturally by working story elements 
into battle. We’d have bad guys with 
personality revealing plot points and 
taunting the player during the fight. 
With our level of gameplay options 
and variety of settings and scenar- 
ios, self-contained mini-stories 
would literally write themselves 
during battle. An enemy might only 
be concerned with picking your 
pockets; a lizard soldier could take a 
village girl hostage to keep you at 
bay; you could interrogate a troll to 
find out where something’s hidden 
in the area. Add in a simple system 
that picks appropriate enemy dialog 
depending on the situation, and 
you've got the potential for some 
compelling battle stories that you’d 
want to tell your friends about. 


G. KEEP IT MOVING! Even with 
all of the features listed above, the 
combat design would have to be 
streamlined to move at a quick 
pace. No loading before the battle 
scenes, no drawn-out animations— 


PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE 






LOOKS (OC SOMTHING (LORE To A 
CONGAT 
birt Rac Fam Hee 


just quick, snappy gameplay. 
Although five or so characters 
would be at your disposal, only 
three could fight at one time— 
except, perhaps, for massive boss 
battles where everyone could get in 
on the action at once. 


POINT 4: 
LEVELING UP 


Growing your character and gaining 
new abilities is an integral part of an 
RPG, and we would really blow this 
aspect of the game out. Along with 
awarding XP for monsters slain, 
we'd offer bonus “quest experience” 
for completing certain tasks or 
objectives. Bonus experience could 
also be earned by “playing in char- 
acter”—for example, not having the 
main hero steal personal items from 
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someone's cupboard, or letting a vil- 
lain live if he pleads for mercy (if 
that’s what your character would 
do). Bonuses could come from doing 
certain things in combat, almost like 
Nintendo’s Smash Bros. scoring sys- 
tem (winning battles quickly, win- 
ning without using magic, using the 
environment, etc.). Through ideas 
like these, level advancement 
wouldn't rely solely on the number 
and types of monsters you're killing. 


POINT 5: ADVENTURING 

= EXPLORATION 
An adventure is a journey into the 
great unknown, finding amazing 
locales and seeing unbelievable 
stuff. “What’s over that mountain 
ridge? What waits for us in the 
foggy swamp?” Most RPGs made 











today are far too linear—where’s the 
sense of wonder and discovery in 
simply going from points A to B to C 
on a map screen? We’d bring explo- 
ration back to RPGs in a huge way. 


POINT 6: 

SHORT BUT SWEET 
RPGs pad on extra hours by upping 
the number of random battles or 
testing the player’s patience with 
other tedious tasks, but not us. You 
could do everything in our game in 
40 hours, max. We would trim the 
fat to ensure that every minute of 
the game is a memorable, fun expe- 
rience. Although some hardcore 
RPG maniacs will play a game for 
100-plus hours, most people simply 
can’t, or won’t, invest that much 
time into a single game. [> 


FINAL EVALUATION 


With all of our ideas in mind, let’s take a look at how this game would appeal to both 
the hardcore fans and the general gaming public... 


INSTANT APPEAL We've got 
cool, sexy characters that break 
with traditional RPG stereotypes 
while remaining true to the genre. 
Lots of interesting new features, 
with the genre’s real rough spots 
(random battles, “same-old” sto- 
ries, etc.) smoothed out. We’ve 
eliminated many of the problems 
that keep most non-RPGers away, 
while staying true to what makes 
RPGs great for hardcore fans. 


REPLAY VALUE Not 100-plus 


hours of gameplay, but every hour 
is spent doing something fresh, fun 
and worthwhile. Plus, a combat 
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system that you won't easily get 
bored of. Here is an RPG that a lot 
of people might actually consider 
playing through more than once. 


INNOVATION This is a genre so 


starved for original ideas that a 
game can get major marks for even 
the slightest new addition. While 
we haven’t really come up with 
anything wholly new, our truckload 
of changes are the RPG equivalent 
of reinventing the wheel. 


COMMERCIAL POTENTIAL 


It focuses on strengthening the 
good points of RPGs while fixing 
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the bad. The hardcore will really get 
into the depth of the new features, 
and stuff like tedious random bat- 
tles won't keep newcomers away. 
Plus, we've got a visual style and 
cast of characters that have instant 
appeal. What's not to like? :-) 
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Sega Bass Fishing Duel will knock you overboard 
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you finally run out of friends to beat, you can 
tackle the CPU opponents, each with their own 
personalities, strengths and weaknesses. This 
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Who says fishing’s not an extreme sport? 





A Lakes with fully modeled ecologies, weather, and more! 
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EACH X-MEN HAS EXPLOSIVE AND UNIQUE 
SUPERHERO POWERS TO TAHE ON OTHER 

X-MEN—IT'S THE MOST INTENSE 
FIGHTING YOU'VE EVER EXPERIENCED. 





BATTLE THROUGH EXPANSIVE 3-D 
LEVELS THAT RECREATE EPIC COMIC 
AND FILM SUPERHERO BATTLES. 


INCREDIBLE COMBINATIONS AND 
SMOOTH ANIMATION BRING 24 


DIFFERENT X-MEN MUTANTS TO LIFE. 
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Cri-key! You’re TY the Tasmanian Tiger: The last of a rare breed out to explore the untamed 
and uncharted Australian wilderness in search of your lost family. Along the way you'll encounter 
some fearsome foes sent out by the evil Boss Cass to spoil your adventure. But no worries, you've 
got a heap of hi-tech boomerangs, plenty of mates and a set of chompers to help you tame the 
dodgy Outback. Good luck, it should be a ripper good time! www.TY.ea.com 
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Don’t waste a second; 
turn on over to these 
big games NOW! 





Powersliding using the emergency brake is crucial to proper cornering. 
Just don’t apply too much brake, or your car will spin out! 
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Capcom's unique racer has hit Japan-first test Orive! 



















apcom, long known for company recently ayaa you're wondering, Auto Modellista 
Street Fighter, Resident Evil, released a cel-shaded | roughly translates to “Car Designer’) 
Mega Man, and hit titles like racer in Japan called 
Onimusha and Devil May Cry Auto Modellista, and we've THE BEST OF BOTH WORLDS? 
is changing gears. The taken it for a thorough test drive. (Incase The simplest way to describe Auto 
Modellista is that Capcom has taken the 
peenreceated withearshacedviuas, | D) © SAY. gameplay of GranTurismo, the graphics 


of Sly Cooper, and thrown in online sup- 
port for up to four players. Most of the 
Pid aed a time racers spend playing the game will 
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ime : a lection of cars for the next race. Garage 
life supports 
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wrecks, but it does produce lots of sparks. 
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Customize § 
Your Ride 


The garage is a big focus 
in this game, enabling 
performance tune-ups 
and cosmetic changes. 
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Pulled off some snazzy moves 
on the track? You can save 
your replay and use the VJ Edit 
mode to splice together a slick 
music video from the footage! 


Choose from premade decals, or 
design your own using this editor. 


j You can see the changes you're 2 
making to your car in real time. 


You'll be able to choose from 
three different garage “themes.” 


tinkering of everything a car nut 
could want. The engine, tires, accel- 
eration, braking, suspension and the 
like can be fine tuned, and even 
custom decals applied. Vehicles can 
be taken out for a test drive to 
check performance, then returned 
to the shop for further modification. 

For those of us who don’t know 
the difference between spoilers and 
suspension, Auto Modellista offers 
advice through an e-mail system on 
how to make modifications, handle 
certain courses, or apply real-life 
driving techniques to race tracks. 
After obtaining a new car or defeat- 
ing a course, players will find their 
inbox jammed with suggestions. 

Though Capcom's garage is 
nowhere near the size of the one in 
Gran Turismo 3, the developers have 
rounded up a significant chunk of 
car licenses. Toyota, Nissan, Honda, 
Mazda, Mitsubishi, Suzuki and sever- 
al others—as well as a few secret 
companies—all contributed their 
schematics to be remade in cel- 
shaded glory. 


on reat Ae 
wo’ 10''720 





& The VJ Edit interface is easy to use, 
and the end product can be quite elabo- 
rate. Feel like a Hollywood producer! 





4 Not all the courses are lap-based—this downhill run has lots of white-knuckle curves. 
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lot d time meters vary, but accu- | 


r” 7. : | rately reflect the car 

~~ w & 7 at that you happen to be 
driving. Shifting is 
handled by two of the 
shoulder buttons. 


An up-close look at 
the game in action 





PRECISION DETAILING 
Even Mother Nature didn’t escape 
Capcom’s art team: the very world 
has been cel-shaded, including af 
asphalt, lens flare, and even the >It nal bit 

» much, but all the 
wind. Though some might call the © advertising does 
cel-shading in Auto Modellista a § add a bit more real- |U, 
cheap gimmick, the fact remains ism to the game. It 
that, underneath it all, is a racer sort of gives it a bit 

ae ' 3 of credibilty... not 

requiring substantial technique. that Capcom needs 
Players who get in their car and gun it or anything. 
it will find themselves smashing into Meg! 
walls and skidding across sand; 


proper driving skills are needed to » ran Mertono 3 


win even the most basic courses. 
Auto Modellista |ooks like an 
arcade racer, but plays like a simula- 
tion. Will North American gamers 
embrace this title? We'll let you 
know in the upcoming future, as the 


game is slated for a Spring release. 
DOUG TRUEMAN/RANDY NELSON 


It might look like a cartoon, but there are 
some serious tuning options under the hood. 





made it cool to drive 
your own car, but 


§ Auto Modellista took | 


it to a whole new 
level. Now, you can 
completely cus- 


tomize your car with F 


parts that you 
wouldn't normally 


_| be able to afford. 
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& The Stinger comes in handy for those big 
enemies, like the Metal Gears and helicopters. 


» Snake’s back, 
and seeing more 
action than ever. 


times, over the past 

few issues of PSM, 

but it hasn’t been 
until now that we’ve actually been 
able to sit down and truly experience 
the game. Unfortunately, the version 
we played was running on Xbox 
hardware, but the developers have 
assured me that the PlayStation 2 
version will be practically identical. 
However, there is a chance that we'll 
be privy to some additional features, 
thanks to the extra development time 
required for the PS2 version. Maybe a 


MGS3 trailer? We'll see. 
Anyway, aside from the standard 


tweaks to the original game, 


Substance will also focus on two major 
other modes: VR Missions and Snake 
Tales. There will also be around 100 
other alternative missions and a few 
new features that were previously only 
available in the European and 
Japanese versions of Sons of Liberty. 
The Snake Tales, around five in all, 
take you on various side-missions and 
allows you to see sections of the 
game though Solid Snake’s eyes. It 





28/40 
STINGER 


takes around an hour or two to 
complete each of the missions, so you 
basically are looking at an additional 
eight hours of gameplay. You'll be 
doing everything from taking pictures 
of sea monsters to defusing bombs. 
With the additions of these Snake 
Tales and the hundreds of other 
missions, it seems that Substance will 
definitely be worth the price of ad- 
"mission”, even to those of you 


¥ This is one of the alternative missions included in the 
game. Apparently, you’re supposed to take pictures of Meryl. 
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A With over 200 VR Missions, you'll be 
playing this game for weeks. There are 100 
alternative missions, too. 






A It’s possible that there will be some 
minor changes to main game, itself, but the 
developers aren’t talking. 


who've played Sons of Liberty to 
death. We'll just have to wait until 
Spring to see what other goodies 
Konami has in store for us PS2 
Owners. STEPHEN FROST 


The inclusion of the Snake Tales and a ton of 
other missions make this a must-have! 


A You'll have your chance to take on some 
of the bosses, but as Snake, not Raiden. 














& All the skills that you learn in ‘ve main 
game will be necessary in the VR Missions. 
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Better reload often! Swarms of 
demons and powerful bosses. 
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Three intense modes of play | 
to keep those guns blazing. & > 
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Insanely fast Guncon"2 
blasting action. 


GUxCon2 


You're part of the action with 
-Brlig@-lilee-laqtie- CMC ital) mys 


Demon scum this fast 
require something with 
a little more pop. So ditch 
the sword. Dump the stars. 


And grab hold of the 








7 f \ Guncon™2 — official 
C ee Ve ee Demon-Slayer of bad ass 
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S = WHILE AT ARKHAM, POISON Ivy, 
228 JOKER, KILLER CROC ¢ OTHER 
Bee INMATES ARE RUNNING THE &SYLUM. 
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inspired by pc comics, Batman: park Tomorrow pits a tougher, darker park Knight against 
The joker, Mr. greeze, poison ivy, Killer croc, Black Mask, The ventriloquist & scarface, and 





coming soon 





coming soon 


NiNTENDOA 


GAMECUBE. 





THE DARK KNIGHT FACES 
EXTREME PERIL AT EVERY TURN 
AS HE TRIES TO UNCOVER... 
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Coming soon 


THE MYSTERIOUS MASTERMIND 
WHO HAS IT IN MIND TO TAKE OVER 
THE ENTIRE WORLD! 





Violence 





CONTENT RATED BY 
ESRS 





more. written by scott peterson (Batman writer) and Kenji Terada (Final fantasy 1, 1 & 111). 
a collectors’ edition pc comic is included to set the stage. But to Batman, this is no game! 
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GAME INFO PUB SIERRA | DEV ARGONAUT | RELEASE DATE NOVEMBER | TYPE ACTION/PLATFORM | MAX PLAYERS ONE | ESRB RATING TEEN 


MALICE, 


Sierra’s badass heroine 
is almost upon US... 























ecently, Sierra came by 
to give us a glimpse at an 
updated version of 
Malice. However, 
unfortunately, it 
seems that the game still 

needs a lot of work before its 
November release. The framerate 
was quite low, in most cases, and the 
visual polish that is certainly prevalent 


A All the worlds are extremely varied and look 





nothing like the previous one. 


A Malice was original designed around 
the Shadowcaster engine, which allows 
for realistic shadows. 











in the Xbox version still needs to be platform, in a “Simon says” manner, 
added. Those concerns aside, | was really grabbed my interest, while the 
pleasantly surprised at the variety of kooky character designs never 
gameplay that Malice looks to offer. seemed to get repetitious. 

Puzzle sequences, like one that had If a lot of the problems, such as 
you jumping from platform to framerate and visual quality, can just 


be addressed (and we're sure that 

they will be), then Malice definitely 
looks to be one of the more unique 

™ and enjoyable platformers this holiday 

Concerns aside, Malice could end up a very 


’ . ae ae 5 ape x 
promising and enjoyable title. We're hopeful. season. It’s going to have a lot of mPa aie eee 
competition, though. STEPHEN FROST 4 One of Malice’s three main weapons is the 

Clockwork Hammer. It packs a mighty wallop, too. 
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GAME INFO PUB SONY CEA | DEV IDOL MINDS | REL DATE WINTER | TYPE BOARD | MAX PLAYERS FOUR | ESRB RATING EVERYONE 
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iMY STREET 


ase, | : 


heewsew eens, (0 Codgeball in the comfort of 
inchdedtoincressethevarey.  UOUL OWN living room 






Bea sa oa 






& It may quite not be Beach Spikers, but the 
volleyball still looks like great fun. 





S far as online gaming enjoyed with four players, either in 
goes, it’s the smaller, the living room or online. See you on 
basic titles that currently —_ the street! STEPHEN FROST 

win out over the larger, 
more ambitious ones. 
Players head in droves to sites that 
feature such simple games as solitaire, These are the simple games that anyone can 
checkers and hearts. With that in play and enjoy, not just hardcore gamers. 
mind, Sony has teamed up with 
developer Idol Minds to create a title, 
My Street, that will bring a more basic 
type of gaming to millions of PS2 
owners out there. 

While not quite to the level of, say, 
solitaire, My Street still focuses on an 
experience that is really easy to get 
into. The included classic games, like 
Dodgeball, Volleyball, Marbles and RC 
Racing, will still challenge you, but it 
won't take a genius to figure out how 
P to play them. In all, there will be eight _ 
4 Dodgeball is going to be a favorite because it reminds us of elementary school. games and each of them can be & Anyone for a game of marbles? Come on... please? 
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Oulrageous Effects 


One of Konami's goals is making this 
game look like a giant mech anime—if 
these weapon effects are anything to 
20 by, they’re well on the way to 
achieving that goal. 


A The atmosphere of Mars doesn’t slow 
Jehuty down a bit during combat. 


See 2 tli 
A Enemies can now be used as projectile weapons. 


You can even club other enemies with them! A The game’s cinemas will blend real-time 
3D graphics and hand-drawn anime. 





= © 


Hundreds of swarming lasers, glowing shields, 
and countless particles combine for some truly 
impressive energy weapon effects. 


Ht 


A Jehuty’s energy blade is back—bigger, better, and 
capable of slashing even more enemies simultaneously. 


A Much of the game will actually play out 
ot _ on the surface of Mars, which should 
= = 5 ; | present some interesting environments. 


It’s looking good, but the real advances will be in the 


Konami mechs us orool wilh new screens sorefaagt See ae Wall hve wk whee ie 


ideo “Mr. Metal Gear” bigger, more beautiful game is shining — show, the Jehuty (Dingo’s mech) will 
Kojima and crew have through, at least in these shots. be able to battle far more enemies 
been silently working Set well after the original game, simultaneously this time around. Z.0.E. 
away on the second Z.0.E. Z.O.E. 2 stars a ex-soldier name 2 will hit these shores next spring; 
title since we first saw it at Dingo. Since the blistering giant robot § Tokyo Game Show should bring more 

E£3—but thankfully they’ve surfaced action will take place on and above details. RANDY NELSON 

just long enough to hit us with a volley = Mars, the variety of environments is ; ; 

: > With such a dashing hero as this, 
of new screenshots from the work-in- sure to be much greater that in the it’s a wonder the game wasn’t 
progress. So far, their promise of a first game. And, as these screens named Dingo Goes To Mars! 
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4 From the menu screens to the level designs, the developers have 
really done a great job capturing the feel of the old monster movies. 


Destroy buildings, 
Shoot fire, and 
conquer the planet! 





Throw 


Yourself 
Into It! 


Virtually everything in this 
game can be interacted with. 
That means that you can pick 
up and throw almost every- 
thing you can see. That 
includes your opponents. 


= 
Ths, f 
ty "ay Ma 


“.~ From robots to buses, you can 
throw a lot of things in this game, 
including a tantrum. 









T: same team that gave us 
the greatest car-combat 
title in the history of 
videogames has returned 
once again with their 


fabulous Twisted Metal Black engine. 
This time focusing on the monster 
movies of the ‘50s and ‘60s, Incog, 
Inc. has traded its cars for creatures in 
one of the most fabulous-playing 
fighters we've seen in a long time. 
Mixing action/platforming with an 
old fashioned slugfest, War of the 
Monsters is coming along quite 
remarkably. Boasting 10 uniquely 
awesome mutants and a host of larger 
than life cities, the visually brilliant 
fisticuffs are so addicting we spent an 





& It may look like a mindless brawler, but 
this game has a considerable amount of 
depth to it. 





hour looking for subliminal messages 
hidden in the wreckage! 

Anything and everything in your 
immediate vicinity can be picked up, 
smashed, or destroyed. Whether 
you’re ascending a magnificent sky- 
scraper or breaking a cruise liner in 
half for use as a projectile, the envi- 
ronments you fight within are com- 
pletely interactive. Moving cars, hordes 
of terrified humans, and gigantic 
artistic monuments are all at the 
mercy of your oversized gorilla, 


po Et 


Destroying buildings, throwing cars and 
crushing puny humans? We want this game! 








4 Smash into the buildings and you can use 
the fallen pieces as weapons. 


saa at = & be tes 





praying mantis, or dome-shaped alien. 
One of the most attractive features 
of War of the Monsters (besides its 
easy to pickup control scheme and 
excellent artistic design) is the way 
the camera system works. 
Traditionally focused on opponents 
when face-to-face, the lens seamless- 
ly pulls back into a split-screen mode 


F 3 
Fa 


A While you don’t see it here, you can actually 
with up to three other people at the same time. 
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when characters are separated, 
allowing each monster to freely roam 
the area without fearing the usual 
invisible wall that so many other 
fighters fall victim to. It’s a terrific idea 
that should have been thought of 
before. We can’t wait for this one! 
STEPHEN FROST/JEREMY DUNHAM 
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WORLDS AND 
/AGE BEASTS AND 
... THE ALMIGHTY 


DISKARMOR. IT BECOMES THE ESSENTIAL TOOL IN YOUR QUEST FOR VICTORY. 


- — 


RO. BECOME THE LEGEND. BECOME RYG 


iS 
JEN! 


Megs: 
ca 
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Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 
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espite being a sequel, 
Frequency 2 looks quite a 
bit different than its 
predecessor. Gone now 
are the claustrophobic 
tunnels, which have been replaced by 
Spacious, wide-open “highways” 
floating above giant cities. There’s just 
something more grand about it all. 
The gameplay remains pretty 
much the same, though, as you still 
need to successfully “activate” the 
different musical instruments for each 
song in order to successfully complete 
the levels. Along for the ride is your 
virtual avatar, or “freq”, which 
changes appearance as you play 





ma 
If you’re a big music fan, then this is going to 
be the game for you. 





for? Perhaps you can keep a scrapbook. 


RSD 


ue 
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FREQUENCY 


The music game comes’ 
back with whole new look © 


4 The lock-on feature has returned, making it easy to attack multiple enemies. 


GAME INFO PUB SONY CEA | DEV HARMONIX | RELEASE DATE SPRING | TYPE MUSIC | MAX PLAYERS FOUR | ESRB RATING EVERYONE 








A Multiplayer no longer splits the screen. All four 
players play on one big “highway” of sound. 





through the game. You'll even be 
able to unlock cool accessories to 
spruce up your “freq” and give them 
a bit of attitude. 

The game’s soundtrack has also 
been given a boost of adrenaline with 
numerous bands from greatly varied 
types of backgrounds. There isn’t just 
the typical dance music anymore. 
You've got a lot of more mainstream 
kind of stuff, too. 

Frequency 2’s release date is still 
some time from now, but there’s no 
denying that the game already plays 
wonderfully. Including the online 
mode (which supports up to four 
players) should only help it to reach a 
larger number of fans, all of which are 
going to be fighting for that #1 spot. 
Be patient... we'll have more info for 
you shortly.. STEPHEN FROST 


Bd t.. = 





A Your “freq” will always be on-screen 
and changes appearance as you progress 
through the game. 


a a te ee 


A You can see ail the tracks on one single 
path now. There’s no more screen rotating. 


Sony's upcoming RPO 
sequel is Geo-rific 








A You can carry around two different 
weapons at the same time. 


ove it or hate it, the first 
Dark Cloud managed to 
sell in access of 400,000 
copies, which makes it one 
of the best selling RPGs on 
the PS2. And, with that success, 
comes the much improved, bigger 
and larger sequel. Dark Cloud 2 looks 
to be exactly that, with over 100 
hours of gameplay, a new invention 
system that allows you to create 
unique weapons and equipment, and 
a enhanced GEORAMA feature. As 
many of you will remember from the 
first game, the GEORAMA feature 
allows players to build the towns in 
their own unique way. 

Another great change, as you can 
see from these screenshots, is the 
jump from traditional 3D graphics to a 
unique cel-shaded look. That alone 
should grab your eye. The new 
character designs are also well done. 

With a release date of late Winter, 


we should hopefully have more of a 
hands-on preview next issue. Until 
that time, please check out these new 
screenshots from various parts in the 
game. STEPHEN FROST 





It’s the sequel to one of the most successful 
RPGs on the PS2. Need we say more? 
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A Riding around in this contraption should 
make traveling a bit easier. 
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Unlimited Ammo. Because Reloading Takes Too Long. 


Exact your deadly revenge with precision and grace. 
Unlockable secret movies and action figures. 
Dramatic movie-quality cut-scenes. 

Super-powered special weapons. 

Destructible environments. 
Nightmarish boss battles. 
Disposable enemies. 
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aa) SEGA ' PlayStation. 
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THE ONLY THING THAT 


CAN STOP THE RACF IS 
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Experience the thrills, spills and sub-arctic chills of authentic snowmobile action. Careen along snow-packed trails in blinding blizzards. 
Bust big, frosty air with over 30 different tricks. And pray for endless winter storm fronts. It’s Whiteout. And it’s got racing down cold. 


TEEN ; LZ, 

1 | PG 

+t Strong Lyrics ES 2 PlayStation.c 65 af | 
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GAME INFO PUB UBI SOFT | DEV LIGHTWEIGHT | REL DATE WINTER | TYPE FIGHTING | MAX PLAYERS TWO | ESRB RATING MATURE 
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i. Jushir O°. i ek Hi. Yasubei v Jumping attacks are a 
an he ae ee SL Ghd et SG et opponent off-guard 


[Fj 


¥ Most of the special attacks and combos tend to start -_ 
with a fancy glow around the character performing them. h Wa tasand 


4 Along with the larger cast of characters comes a greater — 
variety of backgrounds and environments to fight in. : 
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Can Lightweight can still live by the sword? 













engo I/ crept up on us quietly, but games’ harsh realism. The “life bars” remain, but 


Meet The Masters 
its developers still have resilient only as an indicator of a fighter’s state of injury 


steel hidden away. The sequel to the —_—rather than an objective representation of how Kengo II features a large selection of literary and 
early PS2 swordsmanship sim looks long they have to live. Death can come very real-life samurai masters. You may have heard about 
to make several improvements on swiftly if a lethal blow is struck. You just have to them but, now, you can actually fight against them. 

its predecessor, especially with its upgraded learn where to strike and when. — 

career mode. There’s also a chambara-esque battle mode 

The first game started off on that road, but that trades complexity for the fun of slashing 

Kengo II adds depth and flavor to the develop- through waves of enemies. It’s a 

ment of a novice fencer. There @ relaxing change, if it does wear 

are more methods for training a a , after time. As a complete 

samurai’s abilities, and more cin- y , package, though, Kengo I/ has 

ematics to flesh out duels and a , the potential to satisfy players 

training. The core fighting system “a looking for an alternative in 

itself is reminiscent of the first game, fighting games. 

but it feels closer to the Bushido Blade a DAVID SMITH/STEPHEN FROST 


An improved career mode and better balance 
should do wonders for this samurai sequel. 





Fe 


A The battle mode allows you to challenge 
famous sword masters one after another. 


A That guy should be thankful that it’s only a wooden sword. 
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GAME INFO PUBLISHER UBI SOFT | DEVELOPER RED STORM | REL DATE NOVEMBER | TYPE FPS | MAX PLAYERS ONE | ESRB RATING TEEN 





The thing about this type of 
game is that you really need 
to keep track of where 











everyone is. Don’t confuse 
your partners with your 
enemies... or else! 


Seve ete 


© tld b <- = 

These games get pretty intense, 
so don’t accidently shoot your own 
guys. You may need them later! 


& Your missions will take you all over the world, as 
you attempt to take out enemies of the United States. 


THE SUM OF ....... 2 toalthee'3 
ALL - a AR i nuclear teroisssl << =_—aat 
at all costs! 


ased upon the Tom Clancy 
book and the Paramount 
movie, The Sum of All 
Fears is the latest 
offspring of the “Rainbow 
Six” group of games. Granted, the title 
isn’t a true R6 sequel, but it definitely 


Your main objective will be to track 
down a number of conspirators who 
are planning a major attack on the 
United States. However, in order to do 
SO, you'll have to successfully 
complete eleven different missions, 
set all around the world. At your 


out your mission in advance. Plans will 
already be provided for you so that 
you Can jump right into the action. To 
make things even easier, you can even 
turn on auto-targeting and reloading. 
Probably the greatest aspect of 
this game, though, is the fact that it’s 


great for those of you who are inter- 

ested in the genre, but are still on the 
fence. It just remains to be seen if the 
game delivers a compelling and truly 

riveting experience. We should know 

next month when the reviewable hits 
our hands. STEPHEN FROST 


disposal are a selection of 15 weapons __ only going to cost around $30. That’s 
and a team of computer-controlled 
teammates who will provide you with 
support and backup. Unlike in R6, 


though, you won't have to fully plan 


shares a lot of similarities, only in this 
Case, you're part of an FBI hostage 
rescue team instead of N.A.T.O. Also, 
the overall experience has been 
adjusted in an attempt to cater more 
to the casual gamer who may just be 
getting their feet wet in this genre. e 
There’s even a training mode that will aa aS 
teach you everything you need to The price is right, but will PS2 owners adopt 
A this PC-style sort of game? 
know before you begin to play. 


Gold: Team Member Wounded 
Gold: Team Member Wounded 


mm 4 


A Sometimes the best place to attack from is 


4 A shot to the head will put your enemies from above. Those below have a disadvantage. \ 


quickly to bed. 


A While you can finish a mission with part 
of your group dead, it makes it much harder. 
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Surviving an alien assault. Easy. 
Getting this woman into a hot tub. 


Not’so easy. : 
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t hasn’t been that long since 
we’ve taken that second 
journey into the eerie, foggy 
town of Silent Hill. Yet, Konami 
is already hard at work ona 
new sequel that may make the past 
two titles seem tame in comparison. 
According to the developers, this 
game will be the scariest of the 
three and feature a very strong 
theme of “fear”. Apparently, there 
were a lot of things that they couldn't 
do in the past two titles, but are now 
free to explore. 

For starters, the lead character, 
Heather, is female and she’s not 
searching for anyone. She just 








A We’re not sure what was last in this tub, 


A Players will be abie to take out an even more varied number 
of enemies with an equally varied number of weapons. 





happens to be out shopping and then 
gets stuck in a rather strange sort of 
situation. Her only desire is to survive 
and find her way out of the “alternate 
world” that she finds herself in. Pretty 
Strange story, huh? There’s supposedly 
a link between this game and the 
other two, but nobody’s talking. 

As we mentioned last month, 
players will have access to a host of 
new weapons and items, but very few 
of them have been revealed. We do 


The third trip into Silent Hill promises to be 
one of the scariest journeys ever taken. 








4 In an exact opposite to the “Stairway to 





know that a machine gun will play a 
major role, allowing you to strafe 
down multiple attackers in one vicious 
sweep. Also, it appears that there will 
be more action segments than were in 
the past games. The developers are 
Striving for a nice balance between 
action and scary moments. 
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A The story segments are even more 
elaborate as they unravel a rather 
dark tale of suspense and horror. 





A We're not quite sure what this is... 
but it looks downright nasty. 


SILENT HILL 


The latest screens from Konami's horror sequel 


We have yet to get a hands-on 
with Silent Hill 3, but we're hopeful 
that Konami will bring it by soon. At 
that time, we'll be sure to give you 
readers an even deeper description of 
what the game has to offer. 

STEPHEN FROST 


iat 


A The subway is completely separate from the town of 
Silent Hill, but they are both connected in some manner. 


but they certainly didn’t use any Chlorox 
before they left. 


Heaven” song, these stairs lead down to a 
very disturbing place. 
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idway has been 
coming on 
strong lately 
with its lineup of 
holiday titles, 
and Dr. Muto is one of its best 
prospects. A mix of adventure 
and platforming elements that 
should provide plenty of cross- 
genre appeal, the transforma- 
tion-based freak show is not 
only a visual treat, but a fun one 
to play as well. Almost finished 
when we got our hands on it 
last, Muto is packed with humor, 
artistic zest, and a sense of 
humor sure to make 
light-hearted fans chuckle in 
frequent succession. 

The plot centers on our poor 

friend Dr. 





A From bats to rats, our lovable doctor 


has a form for any situation. He can 
even turn into a spider. 


to transform into various 


4 Along with his ability ae 
animal forms, Dr. Muto also has plenty of useful gadgets. .333 


A He may not normally be a good 
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Muto, whose wacky 
experiments inadvertently 
destroyed his home planet and 
scattered its remnants across 
the galaxy. On a quest to get the 
pieces back and reassemble his 
beloved world, the doc teams up 
with his robotic sidekick AL and 
sets out to do his business in 
over 30 massive territories. 

To make it through the 
hostile alien terrain, Muto 
collects samples of domestic 
DNA to meld with his own, and 
eventually transforms into some 
wild-looking alter egos that span 
every form you can think of. 
From fish creature to gorilla, 
spider to flying squirrel, the 
possible forms are hilarious 
(and useful), and add a lot to 
the typical platform fare that 
we've grown accustomed to 


quick right now. 









After playing the demo, we've grown to 
appreciate this game’s humor and dark side. 





A When in doubt, simply fry the thing 
swimmer, but I bet you that he’s pretty with your energy weapon. You can 
figure out the specifics later on. 


4 ry 

over the years. f\, 

There are sys 
other neat . 
little touches, 
too, like gadgets and weapons 
that can be pieced together with 
various objects in each level and 
cleverly designed obstacles that 
require an effective use of your 
transformation skills and plat- 
forming ability to overcome 
them. It’s a rather complete 
package of design and presenta- 
tion, and we're anxious to see 
how well it can all come 
together for the final product. 
We'll know for sure this 
November. JEREMY DURHAM 
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rom its original Oscar- 
winning debut in 1976 
(which was written by 
Stallone, himself), to the 
terribly cheesy finale in 


1990, Rocky has been and always will 


be the ultimate in boxing adventure. 
The story of a lowly leg-breaker 
from a poor Philadelphia neigh- 
borhood that rises to the top 
because of his phenomenal 
heart, the movie has seen 
countless imitators, 
wannabes, and 
videogames in the last 

20 plus years. 






Relive all of the series’ greatest fights and 
sing that dumb song! “Gonna run now... “ 
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all still very easy to pull off. 
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Ubi Soft goes for its biggest hit 
& this holiday season 













@ Plenty of new extras... oh, and that online mace... 






& More tricks have been added, but they’re 








The latest in that tradition is Rage 
Software's version of the Italian 
Stallion, which, for the first time, goes 
beyond the meager main events that 
previous titles have sought, and 
instead lets the player face everyone 
from Spider Rico to Union Cane. Not 
only will this addition give a healthy 
boost to the game’s story-driven 

action, it will also power Rocky’s 
excellent two-player mode with a 
hearty selection of fighters. 


Other cool features include the 
ability to use a Stallone from any 


of the five movies, training 


\@ ) better, and hidden characters 
f8/ that should make Mickey sup- 
i porters very happy. Expect to 
“go for it” this November. 

STEPHEN FROST/JEREMY DUNHAM 
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sequences to make your bruisers 









RELEASE DATE NOVEMBER | TYPE FIGHTING | MAX PLAYERS Two | ESRB RATING TEEN 











A The arcade-style training modes help to 
improve your stats and fighting abilities. 








A Not all the fighting takes place in the 
ring. You get to take on Tommy Gunn in 
the middle of the street. 


HOCKY ll 


lial 


——_ 


A Who can forget the fight between Mr. T and the Rock-man? 
You can relive all the famous fights in this game anytime you want to. / 
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s ATV OFFROAD FURY 2 





by Rainbow Studio’s traditional 
“physics experiment” 

This still might not be enough to 
sell the sequel to some, but since 


S far as online gaming 
goes, it’s the smaller, 
ATV Offroad Fury 2 
doesn’t feel substantially 


different from the 
original ATV, but that was hardly a 
game that needed fixing. Instead, the 
sequel adds tracks, quads, and more 
customization options to give it life. 
The rider editor alone is amazingly 








online play is a given in the final 
version of ATV 2, the multiplayer 
game should bring even more new life 
to an already solid ATV gameplay 
model. Look forward to that later in 
the fall. STEPHEN FROST/DAVID SMITH 


this the best ATV title yet. 
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& Larger environments, greater character and quad detail and online support should make 
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deep, with everything from gloves to 
boots to helmets to goggles—oh, and 
the svelte new female rider model is 
very much appreciated. 

It’s still something to explore the 
environments Rainbow Studios’ 
terrain engine can generate. Several 
individual tracks—circuits, freestyle 
courses, and waypoint-based races— 
occupy single areas. They’re carved 
up by boundaries into different race 
events, which masks the scope of 
the levels, but cruising around for a 
free ride reveals massive amounts 
of space. Finding the edge takes 
effort, although it’s still rewarded 





4 An improved particle engine allows for 
more realistic-looking dust and dirt. 


This sequel’s got more dirt, more courses, 
and who can forget that female rider? 
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First-person 
shooting action 


VETALItY 
Rh) am Cees Cees ee 






Battle enemy giants 
from land. sea & air 








Aided only by a bizarre military timepiece, a b 
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Complex, character-based story set in a 
nique world that combines sci-fi and fan 


y- 1 combat where you control a 
acters, from spellcasters to assassins 
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¥ Rayman may have some new abilities, but none of _ 


GAME INFO 


them will ever replace his jump or charming personality. 





ne of the more celebrated 
platform titles of the last 
couple years, Rayman has 
captured the hearts and 
imaginations of players 
since its first appearance on the 
PlayStation One all those revolutions 
ago. After multi-platform success and 
plenty of pre-launch advertising, 
Rayman 3: Hoodlum Havoc is now 
nearly upon us, and for fans that 
couldn't get enough of the previous 
titles, this is just the ticket you’ve been 
waiting for. 
Similar in structure to the last 
installment, Rayman 2, Hoodlum 
Havoc takes everything we loved 





A It doesn’t get more surreal than snow- 
boarding on platforms of energy. Fall off 
and you're in a world of hurt. 
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about that game, and has expanded 
upon it by leaps and bounds. With 
new powers and abilities (like the 
spiky metal armor and twin-bladed 
helicopter jetpack) and some of the 
best visuals this side of S/y Cooper, this 
incredibly huge platform/adventure is 
set to join this season’s crowded 
market as one of the elite. 

Expert gamers who trudged 
through the last installment without 
too much of a challenge are in for a 


as 2 
With huge worlds, fantastic graphics, and 
more advanced gameplay, who needs arms? 











A In Rayman 2, many of the levels had 
similar aspects about them. In Rayman 3, 
the levels will all be quite different. 
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surprise, however, as the new and 
refined tactical arcade battle system 
has not only added complexity and 
depth to Rayman’s attack, but also to 
the enemies themselves. Don’t expect 
your foes to stand there and let you 
pummel them. These guys will try 
whatever they can to take you out. 
Headed for stores around 

Thanksgiving, Rayman 3: Hoodlum 


¥ Little special effects, such as the reflections on the 
floor, really help to bring the world of Rayman to life. 
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Every so often, you'll come 
across power-ups that imbue 
Rayman with new and spe- 
cialized abilities. They also 
give him different costumes. 


You'll be able to tell what 
special abilities you have by the color 
of Rayman’s costume. 


The limbless one is back 
for more adventures 


Havoc is poised to pick up on the 
success that its prequel left off with. 
Possessing bigger worlds, better 
graphics, more advanced gameplay, 
and the same lovable personality 
that’s fueled the series since its 
inception, there isn’t much else that 
fans could ask for. JEREMY DUNHAM/ 
STEPHEN FROST 
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A Just looking at these screenshots makes us want 
to run down to the nearest course for a few holes. 


TIGER WOODS PGA 
TOUR 2003 


EA is looking fo sink that 
hole in one this year 


ince the release of the 
first Tiger Woods title 
way back when, 
the series hasn’t 
had atruly » gw 
major leap forward... 
until now. This year’s 
game truly looks to 
pack in an amazing 
amount of depth, 
realism and extras, surpassing 
any golf game that has come 
before it. 

The first thing we have to 
mention is how good everything 
looks. From the character models, 
especially Tiger, to the detail in 
the 12 different courses, this 
is a game that you defi- 
nitely wouldn't kick out 
of bed. One just has to 
look at Pebble Beach 
and The Highlands to 
see that a lot of time and care was 
spent making sure that every 
blade of grass was perfect. 

That same level of attention 
was also put into the extra 


A The character models, especially 
Tiger’s, are quite amazingly realistic. 


features, from being able to 

randomly generate courses to 
being able to post your scores 
online via the EA website. There 


x » & are also several fun mini- 


games where you and 
-, some friends can have 
aes some fun while 
7, still improving 
~~ your skills. 

» And, yes, Speed Golf is 
back from last year, but it’s 
been tweaked a consider- 
able amount. This all adds 

up to one major golfing 
experience and we can’t 
Wait to review it next 
issue. STEPHEN FROST 


<4 Here Tiger demonstrates 
that it is possible to scratch 
one’s back with a nine iron. 


This year’s installment makes a fantastic 
leap forward in all departments! 


. If you want, you can turn off the on- 


screen info and play like the real pros 
do... without the big bucks, though. 
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by Full Sail Graduate 
Brian Germain 
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Computer Animation 
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Show Production 


www.fullsail.com 


¢ Financial aid available to those who qualify. 
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NHL eK3 


Sega's hoping to take the 
puck and run with it 





he hockey season is at 
hand and Sega is hitting 
the ice in a major way in 
order to score one on big 
ol’ Electronic Arts. With 
major improvements appearing in all 
of Sega’s sports titles, NHL 2K3 is 
definitely not looking to be an 
exception. The ESPN presentation 
is here in full swing, providing 
gamers with game highlights, 
replays and general info. That’s just 
the beginning, though. 
The Franchise Mode, which seems 
to be the main body of this game, has 
been greatly improved and allows for 


far greater freedom in creating a team 
and taking them all the way to the 
top. You'll be able to play the role of 
the general manager, coach, scout 
and every other position you can 
possibly think of. Go ahead and create 
a true dynasty. 

Going along with those improve- 
ments comes an even more radical 
enhancement in the graphics and 
physics departments. Players sport a 
greater level of detail, thanks to 
higher polygon counts, and the 30+ 
Stadiums look more polished and 
accurate, if that’s even possible. The 
puck moves around more realistically, 
so that you can play consistently in 
every aspect of the game, such as 
shots and passes. Lace up your 
skates, because Sega is just about to 
Slap the puck your way. STEPHEN FROST 


Electronic Arts better look out! Sega is right 
in the seam with this hockey title! 
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ie Moose £ 
A At the start, you’ll have the ability to 
create your very own Sim. Adjust everything 
from the hair style to the type of makeup. 





A friend can even bring his Sim over and 
have them live in your house. 







rreeeaalit) 
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| PAL 


4 By completing certain objectives, like getting a job or befriending specific people, you can 
move into better houses. Wow, it’s just like real life! 
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A With customizable lines that can be adjusted A The players sport higher quality textures. 
to your way of playing, you have full control You can even see holes in their jerseys and 
over your team. the reflections off their helmets. 





Your teammates now work better together, so you 
don’t have to worry about your goalie being left alone. | 
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THE SIMS 


Relive your life... or 
someone else’s 











ith the phenomenal 
success of The Sims 
on the PC, it’s about 
time that the series 
made its appearance 
in the console world. Apparently, 
Electronic Arts agrees with that, 
because it’s bringing an all new Sims 
adventure to the PS2 this January. 

The first major change would have 
to be with the graphics. On the PS2, 
the world of The Sims has jumped 
into full 3D and showcases countless 
polygonal objects. Everything from 
the furniture to the buildings can be 
rotated and interacted with. 

The game is split up into two 
modes, one of which is the full 
version of the PC title. The other 
mode has been designed for console 
gamers. The main goal of this mode is 
to move out of your mom’s house and 
earn enough money to move into the 
mansion on the other side of town. 


These challenges should hopefully 
draw an even larger group of gamers, 
especially when they find out that 
there’s multiplayer support, too. You 
and a friend can play with or against 
each other. Are you up for it? We 
know we are. STEPHEN FROST 





By adding objectives, the console version of 
The Sims should gain even more fans. 








A Since everything is polygonal, it’s easy to 
rotate the houses and strip away the walls. 
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"| WAS A 99 LB. BARBARIAN” 












BEFORE UPGRADE AFTER UPGRADE* 

“| used to get molten lava kicked in my face. 
| was a little girly man, better suited to playing 
with sissy baby dolls than with battle axes. But 
then | mastered the UPGRADE FEATURE in 
BARBARIAN. Now nobody messes with me... 


NOBODY!!!" 


ff. nw a v 





BARBARIAN is a revolutionary new game engineered 
to increase — and maintain — character power and 
ferociousness, fast! In recent head to head field tests, 
even mildly upgraded barbarians crushed their friends 
and foes without mercy. The MASSIVE 1-PLAYER 
QUEST mode — with 10 characters to choose from and 
literally hundreds of adventures to play — is the perfect 
training ground for customizing your barbarian, 
increasing strength and magic, and winning friends 
and influencing people with pure brute force. But 
wait! There’s more: BARBARIAN also features an 
insane MULTIPLAYER MODE for up to 8 playable 
characters on screen at once, plus totally interactive 
environments, and best of all an exclusive ass-kicking 
“save-your- -customized- barbarian-and-take- him- 
anywhere-with-you” formula! 


DON’T SETTLE FOR LESSER GAMES. 
DEMAND BARBARIAN TODAY. 





Violence 


. oe 
Suggestive Themes JA 


NINTENDO 
GAMECUBE. 
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-Gothar of Gundria 





“The 4-player mode is wicked. Now if | 
could just find 4 opponents | haven't already 
killed | would show you BARBARIAN's 8 

character on-screen mayhem." 


"Here | am getting Medieval on Keela. My 
weapon of choice is usually a tree, or a pillar, 
or my opponent... but you know me, everytime 

| can grab onto something and show off..." 





oan MEDAL : 
— PSE2 Magazine 


PK IKK es 


— Maxim 


* Your actual results may vary, 
Mr. Saggy Breasts. 
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license from PlayStation®2 computer entertainment system screen 
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FIGHTE 
MAKER 











Build your own 
fighter and see 
how goad i is 













he first Fighter Maker, the first and last movements of a can download all the moves from that  [ig@eaaananeaee te oa 
which was released on the _—_ designed attack. No longer will you game into this PS2 sequel. 
PSone, was definitely a have to go in and manually fill in the STEPHEN FROST oak ; ; 

2 : ne ps ; ; A One can come up with some interesting 
unique product because it frames, which is a major time saver. ee — character designs if they want to. 
allowed you to make your _Lastly, a Test Mode has been included WNL) ee 

own fighting game. You could com- which allows you to test out your 
pletely design your own characters characters in an actual match. Those 
and determine how they fought. of you with the original Fighter Maker 


With the sequel, though, the devel- _ will also be happy to know that you 
opers felt that they had to do more 
than just improve the graphics and 
add in more moves. They had to make 
the experience of creating a fighter 
even easier to get into. So, in order to 
achieve that, 600 pre-designed moves 
were added, as well as a special 
system that fills in the blanks between 

































































Now we can design our fighters more easily 4 You can adjust every aspect of an attack 


sie 


and quickly. Kudos to that. from its range and speed to the amount of eT ae 
damage it will cause. 





A There are several pre-made characters included, 
so you can just fight right away if you want to. 
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DISASTER REPORT 


IREM Gelivers its take on 
fhe survival game 











A The analog controller comes in handy, 
especially for those tricky situations. 





e, 








4 For a mere reporter, he’s got some major | sleeper hit in Japan, city, solving puzzles and discovering 
Garage. Not many people would to tis, : | |. Zettai Zetsumei Toshi necessary resources. And, depending 
went on to earn high on what items you’ve managed to 
ratings and achieve collect, you'll earn one of seven 
pretty good sales different endings. We can’t wait to 
numbers. The game is certainly find out more. STEPHEN FROST 


unique, so it was nice to hear that 
Agetec decided to bring the title over 
to the U.S., but under the title ofS 
Disaster Report. This is a rather unique twist on the survival 
For all intents and purposes, the game. We're all about it. 
game is a twist on the survival-type of 
experience that Capcom has 
managed to master. However, instead 
of zombies and undead dogs, the 
player is up against good ol’ Mother 
Nature. Set on the man-made island 
of Capital City, Disaster Report casts 
you in the role of a young reporter 
who just happens to be caught in the 
aftermath of a massive earthquake. 


Armed with only your wits and given al : . 
A Your only real tool is the compass. That’s 


: ae _ no obvious tools or weapons, you'll the only way to keep track of where you are 
& Along the way, you’ll have to rescue other survivors and sometimes bring have to make your way through the and where you need to go. 
them along on your journey to survival. Here’s your chance to be a hero! 
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HALF-HUMAD, 
HALF-VAMPIRE, 


4 l I | I LV “2s “of " ee. 3 ‘ . ti 
KEEP THE FORCES OF EVIL AT BAY WITH 
; : | F I | f F YOUR 360-DEGREE COMBAT SYSTEM AND 





UNSTOPPABLE RAGE POWERS. 





PlayStation®2 computer entertainment system and Xbox™ video game system screenshots shown. 





@ @__ DELIVER LAST RITES TO YOUR 
VILE VAMPIRE VICTIMS WITH GRUESOME, 
OVER-THE-TOP FINISHING MOVES. 


USE MARTIAL ARTS, GUNS AND THE SWORD 
OF THE DAYWALKER IN A DANCE OF 
DEATH WITH YOUR INHUMAN ENEMIES, 





THE HUNT BEGINS AGAIN... 
Ten ZKEONR , 


AVAILABLE ON VHS AND 2-DISC 
PLATINUM SERIES™ DVD EVERYWHERE! 
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There goes the neighborhood. 
Spyro: Enter The Dragonfly. 
With all new breath weapons: 
fire, ice, electricity and bubbles, 
someone better slap a warning 


label on that dragon. 
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STRATEGY 


[EE BloodRayne 

[EJ Defender 

E[J Commandos 2 
[21 Legend Of Legaia 
[E[') Madden NFL 2003 
[EE Robotech: Battlecry 
[EE Sega Bass Fishing 
[ED) Shinobi 


[EG Sly Cooper 


[ET Ty, Tasmanian Tiger 
(EI) The Terminator 


CODES 


13! Blade Il 
131 Turok: Evolution 


Fear From The Future! 
The Terminator, p. 131 
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Who’s The Boss? 


+ Eee) 
° YA A ED 





he bosses in S/y aren't that 

difficult, but they can be a bit 

tricky. To help you out, we've 

revealed the best strategies to 
take them down. Don't read through 
them unless you really have to, though. 
Part of the game's fun is discovering what 
the weaknesses of the various bosses are 
and then exploiting them. Let your con- 
science be your guide. 





Boss#1: Sir Raleigh the Frog 
Avoid the 
frog's 
pounces, 
but don't 
distance 
yourself too 
far away 
from him. 
Once he "deflates’, hit him with a good 
swing. He'll jump back onto the center 
platform and all of the platforms with 
blinking red lights will fall away. Be sure 
that you're on the platform that isn't 
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blinking. After the platforms have fallen, 
he will jump onto your platform. Again, 
avoid his pounces and hit him when he 
deflates. He'll jump back onto the center 
platform and all of the other platforms 
will rise back up. Get ready, though, 
because he's going to come back after 
you again. Only this time, each of the 
platforms will fall out shortly after lands 
on them. Do your best to stay close to 
him and hit him, once again, when he 
deflates. 

After he returns to the center 
platform, all but one of the platforms will 
fall away. Hopefully, you'll be on that one 
platform. Don't relax, though, because 
our frog friend is going to try one more 
attack. He'll land right next to you and 
swing his tongue around. Jump over it six 
or seven times and hit him when he 
Stops. He'll bug you no more. 


4. ime 





We? des O 


Boss#2: Muggshot 

He may look like a big guy, but Muggshot 
isn't really that much of a challenge. The 
basic premise here is to knock all the 
mirrors around so that they reflect the 
sunlight into the room. Avoid his gunshots 
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by standing 

behind those 

giant crystals and 

make your way 

around the room, 

hitting each of 

the mirrors. The sunlight will mess up 
Muggshot's guns and he'll retreat to 
another level. After you follow him up, get 
ready for the same thing, but with a little 
more challenge. 

This time, the level is a bit tighter and 
you can't easily run around it. Just be sure 
to keep a crystal between you and 
Muggshot and you'll be fine. There's no 
time limit, so just be patient and be sure 
not to miss any of the mirrors. Once you 
hit them all, Muggshot will flee again and 
head to a third and final level. This is the 
hardest level, though, because it requires 
that you jump from pole to pole while 
avoiding gunfire. 

Right off the start, jump forward and 
use your spire-jumping ability to stand 

_ right behind the first mirror. Hit it and 

| jump back and then once to the right. 

| Wait for Muggshot to shake (he does this 
_ before shooting at you) and then immedi- 
| ately jump behind the next mirror, Hit 








<< THIS BOSS CHALLENGE WORKS 


A LOT LIKE SIMON SAYS >> 





that one and repeat until all the 
mirrors are turned. Muggshot will see 
the light. 


Boss#3: 
Mz. Ruby 
Avoid Ruby's 
first attack 
and attempt 
to hit her. 
She'll 
teleport 
away and then try to defeat you with 
her mojo magic. This boss challenge 
works a lot like "Simon Says". Just 
follow what she does and you won't 
get hit. To make things easier, though, 
we've listed all her attack patterns 
below. 





First Approach: 


©O®o 
@@©® 
©OO 
©O®O 
OOO 
©@O 
OOO 


When you land on the ground next to 
her, avoid her attack (which is to the 
beat) and hit her once. She'll then 
teleport away. 


Second Approach: 
@Q@O®w 


©O®@ 


Again, land on the ground next to her, 
but avoid her attack (which is to the 
beat) and hit her once. She'll teleport 
away once more. 


Third Approach: 
@©O® 

©@O 
Q©O@QOOO® 
OODOGDOO® 
@@O 

©O®® 

@@O 


OOO 
®@® 
©@©® 
©©® 
©O®@ 


| Wait until she does her attack and 


then jump at her with one last attack. 
The music's over for Mz. Ruby. 


Boss#4: The Panda King 
Run toward this boss at an angle, 


cover. Hit him a couple of times, then 
jump to avoid his spinning flame 


attack. Repeat. He'll always say the 
name of the attack before he does it, 


Generally, after you complete a level 
that contains a safe, you can go back 
into it and attempt the time challenge. 
Basically, you have to make it through 
the level before the timer runs down. If 





_ you do, then you're awarded with a 
_ "Director's Commentary" for that partic- 


ular level. To get you going, here are 
some tips for the trials in the "Tide of 
Terror" chapter. After that, you should 
have a general understanding on what 
things you can do to quicken your pace. 
Just remember that some of the levels 
have major shortcuts and that you 
should use your roll whenever you can. 


A Stealthy Approach 
Jump from the low tree up to the cable 


on the right. Hop off when you reach 


_ the top and ball down to the ground. 


Just be sure to avoid the star-throwing 


_ enemy near by. After that, just make a 


straight run for the end and don't worry 
about killing any of the other enemies. 


Into the Machine 
Straight dash through the level, 


| avoiding every enemy you do not have 
| direct contact with. Avoid the 


flamethrowers by jumping to the left 
of the first one, left of the second, 

and right of the third. You should make 
it to the end with plenty of seconds 

to spare. 


High Class Heist 

Ball down the slight slope to the door, 
straight dash through the lasers, ball 
mode down the ramp to the left of the 
searching laser, then double jump over 
the laser fence. Ball mode down to 
the lily pads, rolling between the two 
bellyflop guards. Rapid jump around 
the inside of the lily pads with one 
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| so you always have advance warning. 
_ He'll eventually knock you away with 
| his stomach, and you'll have to make 
_ your way towards him again. 


| pretty similar to the second time, only 
he throws in a chop attack for good 
using the various statues and vases as | 





This time, he'll use an additional 
attack against you. Double-jump away 
from it and then hit him a few times. 
Repeat. He'll eventually Knock you 
away from him again. 

The third time he attacks you is 


measure. As always, jump out of its 


_ way and hit him a few times. Keep 
| doing that until he knocks you away. 


For the fourth wave of attacks, 


jump in the middle to an outside pad, 
only to jump back in again. Dash 
between the two roving lights, then 
double jump around the first sneak 
light, dash between the two roving 
lights again with another double jump 
around the second fixed sneak around 
light. Then go straight to the warp. 


Fire Down 
Below 
Bypassing 
the first 
drivewheel 
it sis ciiliaena ties and using 
& If you can complete 
Down Below with 20 seconds the steam 
to spare or better, you're whistle as a 
halfway to winning one of this 7 : 
month's PSM challenges! she 


gears above makes this level very 
simple. Using this shortcut should allow 
you save a good 20 seconds or so. 
Straight dash through the course, killing 
only the enemies that are immediately 
blocking your progress. 


A Cunning Disguise 
Mad dash to the barrel and jump in. 
Run to the first guard, let his flame 
knock you out of the barrel and whack 
him while you are in the air. Jump back 
into the barrel and run off the elevator. 
Run to the second guard and approach 
the limit of his sight. Once he turns, run 
straight at him in the barrel. When he 
turns and shoots you in the barrel, you 
will pop out in range to whack him. 
Immediately jump back into the barrel. 

Run to where the second guard is, 
behind the bookshelf and tables, walk 
in and out of his attack radius. When he 
turns around to look, run straight at 
him in the barrel and take him out. 
Quickly run to the elevator. 

Dash to the first bridge and stay to 
the right edge of it, bypassing the 
parallel searching light, and timing the 
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| Not until the fifth and final wave of 


attacks that he really mixes things up. 


_ Just get into the habit of jumping to 

_ the side whenever he says something, 
__ and you'll be fine. Throw in a few 

_ more good hits and this bosses’ 

| fireworks will fizzle out. 


Boss#5: Clockwork 

This is the fifth and final boss, so we 
aren't going to spoil it for you. Just 
follow Bentley's words of advice and 
you'll do great. Be patient and don't 


_ rush. There's no time limit for this 
| boss fight until you reach his final 
_ you should have the rhythm going. It's | 


form. Then, speed is your best friend. 


second perpendicular light so that it's 
on its away swing when you cross. 
Then, run near the book stacks and 
jump out to whack them while the 
guard isn't looking. Jump back in your 
barrel and approach him immediately 
when he turns away. He will turn and 
see you, allowing you to get a hit in. 
Pop back in your barrel and run 
straight across the chandeliers. The 
second set of searching lights are quite 
easy to get through, so you shouldn't 
have any problems going through them 
to the warp. 

Note: You can also ninja up from the 
bottom level to the hanging chandelier. 
To beat this level, you will need horse- 
shoes, but you can cheat and beat it 
quite easily using this shortcut. 


Gunboat Graveyard 

The only real trick here is to time the 
lights in the buoys so you can do an 
almost stopless run through the entire 
section. Do not drop down from the 
rigging to the crows nest. Instead, jump 
from the rigging to the next rope. Once 
across the plane section, jump out to 
the sneak area and over to where it 
ends. (Sneaking is too slow, so avoid it 
at all costs.) 

Now, run across the next section 
and avoid the throwing stars as much 
you can without jumping. Jumping only 
slows you down. Jump down and kill 
the squid guard below and then race 
forward. Do not kill the squid guard on 
the sub, as it only takes away from your 
time. Instead, angle jump from the sub 
to the side fin that leads to the buoys. 
Then, race down straight to the starfish 
thrower, jumping from buoy to buoy as 
you avoid the stars. Kill him and then 
blow past the bellyflopper. Climb the 
rope, land on the next pad and jump 
up to the exit. 
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So get tough or you'll be eating ice. 
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segasports.com 


e° HOW TO 






TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified, The final 
letter for the contest will be accepted 
on December Ist. If there are multiple 
winners, the final winner will be 
decided by the best paragraph that 
explains why you're the winner. Send a 
picture or a videotape (non-return- 
able) and a short paragraph explaining 
why you're the winner. Sorry, no e- 
mail entries! Due to legal constraints, 
this contest is open only to readers 
living in the United States, age 18 
years or older. 


SEND YOUR ENTRIES TO: 
PSM December Challenge # 
(the challenge you're entering) 
c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. 














eS 


Challenge #1: 

Ratchet & Clank 

When the HelpDesk Girl talks 
to you in person, photograph 
or videotape this screen, then 
obtain all ten golden weapons 
re] ave lm e)ate)veleies|e)a me) mnt (6 (216) F)8\= 
the menu showing them as 

re Ve] Fe] 8) (= 


Challenge #2: Sly Cooper 






TRIBES AERIAL ASSAULT 


KNOW YOUR ORDINANCE WITH THIS BRIEFING FROM 
PRODUCER CHRIS MAHNKEN 





Blaster 

Good at everything, but great at nothing. It’s handy for taking 
down enemy equipment and medium-range sniping. Not recom- 
mended for firefights, since it saps energy (and thus mobility). 


Plasma Rifle 
The ultimate indoor weapon. Small splash damage keeps you 
from hurting yourself. 


nn Serine” 


a 
Chain Gun 
Easily chews through heavy armor. It’s 
really great at close range, when your 
enemy is in the air, and when chasing an 
enemy flag carrier. 


Spinfusor 

The most commonly used weapon in the 
game. Its high level of splash damage 
means that you only have to get close 
with this one, although direct hits are 

a bonus. 


Grenade Launcher 
Indoors, you can bank the grenades around corners. Outdoors, 
they’ll blow enemies away from defensive positions when you 
want to clear a path into a doorway or to the enemy flag. 






4 Knowing your armament pays off : 
big time in Tribes: Aerial Assault. 





Laser Rifle 
A very deadly sniper weapon, but also hard to aim. Use it when 
you can predict the enemy’s movements, such as when they 
are defending their flag, or on defense when they are coming 
after your flag. A headshot will kill all but the healthiest, 
toughest of enemies. 













Fusion Mortar 

This is mobile artillery available only to the heavy armor. Use it 
to take out enemy fixed guns, and to clean out rooms before 
you enter. 











Missile Launcher 






—~ Designed to take out enemy vehicles, it 
a | can also be effective against infantry 

* who have let their jets get too hot. Also 
| quite useful against fixed enemy assets. 










Flare Grenade 

They do no damage in and of 

* themselves, but they’re specially 
designed to attract heat-seeking 
missiles, thus keeping them away from 
you and your stuff. 










Lis 






Skiing 
Play training mission 4 and learn to “ski”—it’s the 
fastest, least energy-expensive way to travel. For 
instance, while it may seem faster to fly from hilltop to hilltop, 
it’s actually quicker to ski down the hill and let your momentum 
Carry you up the other side with just a little help from your jets. 
This will help save your energy for fighting. 
















Complete Fire Down Below 
with at least 20 seconds 
remaining, and the Back Alley 
Heist with at least seven 
seconds remaining. 
Photograph or videotape the 
screen showing your time. 


Challenge #3: Shinobi 
Unlock both secret modes, 

el avem e) ave) coyeir<) 8) ame) ani (6(=10)F-) 0-1 
the selection screen showing 
them as available modes. 







SHINOBI 


BECOME A MASTER NINJA 





Be a shuriken-bursting wall crawler 
Shuriken are invaluable for their ability to 
stun large packs of enemies. You can 
either double-jump and hit @ to doa 
Shuriken Burst (it takes eight shuriken) or 
simply cling to a wall and chuck them at 








THIS MONTH'S enemies from there. Follow up with a 
PRIZE PACKAGE “Tate” (pronounced “tah-tay”) sequence, 
Tony Hawk’s Pro Skater 4 and head home. 

Star Wars Bounty Hunter 

qn Lord of he Rings: 


The Two Towers 
Rygar: The Legendary 
Adventure 


PaySiatonc B 





Pay Statia 


JULY WINNERS 


WipEout Fusion 

Tom McKittrick of Lowell, MA 
Headhunter 

Teddy Szeto of S.F, CA 

Arc the Lad Trilogy 

Tony Carson of Holly Springs, 
NC 






A Antonio Freeman isn’t going to play forever. 
Use these excellent tips to keep your team well 
stocked with strong personnel. 





MADDEN NFL 2003 





Some enemies guard head-on attacks. 
Dash around behind them or hold back + 
attack while locked on. This kick will 
break through their guard. 


I believe I can fly 


When taking on multiple airborne 
enemies, you can perform a “Tate” (or 
multi-enemy combo attack) without 
touching the ground! Simply jump up and 
slash one enemy, then quickly execute a 
dash-attack to the second enemy, and 

so on. 


Show the boss that you’re the man 


Tate is devastating against bosses. Slice 






Trade your way to victory with 
this reader-submitted draft- 
pick loophole 








If you have a winning record, here’s a 
great way to keep it rolling. Before the 
trade deadline, try trading draft pick for 
draft pick with a team losing a lot of 
their games. 

For example, if you’re 6-0 and 
another team is 0-6, it’s entirely likely 
you can make an even trade for their Ist, 
3rd, and 5th round picks, which are 
virtually guaranteed to be higher than 
yours because of their poor performance. 
This will essentially move you up in the 
draft for free! Of course, if you finish the 
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and dice a group of sub-enemies, then 
make a bee-line for the boss—nail ‘em in 
time, and you'll take off a lot of damage. 


Vv Looks rough, eh? Not really. If you hit the 
lesser enemies that appear with a Tate, then 
strike the copter, it’Il be over in no time. 


regular season 6-10 and they finish 10-6, 
this will hurt you rather than help you, so 
be sure to keep playing hard. 

You can also use a similar, though 
slightly less greedy trading strategy to 
move up quickly. Try trading one of your 
dead-weight players, along with your 4th 
and nearly useless 7th round picks to a 
losing team for their 4th round pick 
(which is almost certain to be much 
higher than yours). 

Again, this only works if you're 
winning, so play hard, and use these tips 
to keep your team well stocked with 
great players. 













DEFENDER 


Get tanked 
To defeat Manti ground forces (Widows), concentrate your 
tanks and missile launchers near a bottleneck where only 
one Widow can squeeze through at a time. Against air 
assaults, assemble your units near the enemy’s targets 
(which will be outlined for you going into the mission). 
Whenever possible, place your units in a semi-circle and 
drop a repair unit behind them. 








Each of the six player ships has its own level of strength, 
agility, speed, armor, and upgradeable weapons. Choosing 


4 Landers approach in waves, and 
can be easily picked off from afar. 














the right ships and upgrades is very important to mission 
success. Our all-around favorite is the fourth ship, Defiance, 
equipped with the Laser Lance. 


Widow UN-maker 


The giant, land-walking Widow is the Manti’s most troubl- 
some unit. However, your tanks and missile launchers have 
a slightly longer range, and the Widow can only target one 
unit at a time. Finally, if you are touching a Widow from the 
side or from above, no other Widow will fire upon you. 


& Keep moving and Arnie’s brother 
won’t be able to draw a bead on you. 


THE TERMINATOR: 
DAWN OF FATE 





Sweep the floor with ‘em 

Believe it or not, the key to the entire 
game is the sweep kick. Master it 
early, but be careful of following up 
with a downstab—it’s useful, but its 
animation takes forever and you're 
vulnerable while it happens. 

















The gifts of gab 
Always talk to everyone you 
see. These guys give 
away more stuff than 
Santa Claus. 


Tanks for nothing 
Near the end of mission 
three, you'll encounter a tank. Weave 
from one side to the other, and know 
that the guy with the C4 is hiding in 
the room behind the countertop. 


Load ‘em up 

To destroy SkyNet’s platinum loader 
(which, somehow, requires about 
eight times the C4 that the tank did), 
plant C4 on it whenever it goes to 
grab a block of platinum. Detonate, 
dodge the inevitable blast, and repeat 
as needed. 


Swat the spiders 

An H/K Spider Tank’s gun turret 
rotates very slowly—keep moving 
from side to side, and if you can get 
behind it and circle strafe, do so. Don’t 









get right up near it 


Terminate the 
* Terminator 


aim. Dive roll from one side to the 
other every time he finishes a burst. 
He’ll target you mid-roll and miss, and 
you can paste him with the PLM40. 
For round two, keep your distance 
and pound him with your grenade 
launcher. Keep moving from room to 
room collecting health and armor, and 
you'll be fine. Oh, and never assume 
he’s dead. 


a You can easi y planta chunk of C4 on 
SkyNet’s platinum loader whenever it turns 
to grab a block of platinum. 





though, or it’ll kick you. 


EES only at a participating 
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Free and paid rentals shit be. taken at the same time. Excludes 
equipment and movie rentals. Not valid with any other discounts or 
offers. You may not redeem multiple coupons during same visit. 
Membership rules apply for rental. Customer responsible for all 
applicable taxes and extended viewing fees. This coupon may 
not be exchanged for cash, sold, transferred or reproduced 
and must be relinquished at the time of redemption. Offer valid 
Blockbuster® store. Credit will be aes to lowest 
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CODES 
AND 
SECRETS 


BLADE Ii 

Main menu cheats 

The following cheats are entered at 
the Blade II jogo menu screen. Hold 
and press the sequence of 
buttons. A message will appear telling 


you the cheat has been activated or 
deactivated. 


Unlock All Missions 


Vt<<O 79V®O 


Unlock All Weapons 
@Q®OV<OO0® 


Unlock Daywalker difficulty 
<OTVOO® 


TUROK EVOLUTION 
Stone Age cheats 

Infinite Ammo MADMAN 
Invisible SLLEWGH 
All Weapons TEXAS 
Unlock All Levels 


SELLOUT 
Invincible EMERPUS 
In-game cheats 


To turn these cheats on/off, pause the 
game (by pressing Start). Then Hold 
@® and press the sequence of 
buttons. A message will appear telling 
you the cheat has been activated or 
deactivated. 


Infinite Health 


®@@OGOGO 
Infinite Rage 


eVetdUrotot 
‘Friendlies’ Invulnerable 
(Whistler & Doc) 

QO@QLHOOSG® 
Infinite Ammo —Q7SOT@OV@ PP 
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BLOODRAYNE 


DRAIN EVERY DROP FROM THE 
GAME WITH THESE DEVELOPER- 
SUBMITTED HINTS 


Keep the blood flowing 


If BloodRayne is hungry, her #1 
priority should be feeding, even if it 
takes her away from her objective. 
And the target doesn’t have to be 
human—you can also munch on 
mutants, and even the undead. Just 
don’t feed on a vampire unless it is 
alone. Vampires (obviously) suck 
blood just as you do, only faster, so it’s 
all too likely that the one you aren’t 
feeding upon will immediately start 
draining you. 





Don’t be a pig 
On the other hand, 
if you have full 
health and a 
soldier is running 
away, you might want 
to let him go. You never 


know when you might need a light 
snack later. 





SEGA BASS 
FISHING DUEL 


DEVELOPER TIPS ON HOW TO 
LAND THE LUNKERS 


Pretty food tastes better 

Lure color should typically be the 
opposite of the current weather con- 
ditions. Thus, you want to use a darkly 
colored lure on a sunny day, and a 
bright lure for a cloudy day. 


Hotter means deeper 











a! 
A Remember that BloodRayne is fast 
enough to retreat effectively. 


If BloodRayne gets ambushed and 
surrounded, she’s in trouble. Use Aura 
Vision and Extruded views to scout 
the enemy, and try to engage groups 
in narrow locations, like 
hallways and doors. If you 
do get into trouble, use 
Dilated Perception to 
dodge bullets, and 
remember that your speed can 
get you out of there in a hurry. 


Trucks are a blast 


Keep an eye on enemy trucks. 

















Sometimes, they have big, mounted 
guns that you can actually remove 
and take with you. 


Slice and dice 


Practice aiming the whirling, bladed, 
spin kick that BloodRayne does if you 
double-tap the jump button. If it hits 
properly, it’s usually a one-hit kill. 








Fish will start off in the shallows in the 
cool morning, and gradually move to 
deeper waters as the day progresses 
and the water warms up. Regardless 
of depth, they will always hang 
around structures like docks, boats, or 
rocks and trees in the water—not in 
open water. 


Different things are not the same 
Just as an F1 car drives differently 
than a NASCAR speedster, different 
lures need to be retrieved in different 
ways. Topwater baits should be reeled 
at a steady speed, and a lipless crank 


GAME SHARK CODES 


ONIMUSHA 2 
Must BeOn OE3C7DF21853E59E 
EE8A60D6BCCOA096 
Full Weapon Charge (OHGI) 
~ DI6TIOSEBCA99B82 
GAME STATS: 
Low Game Time 
D1I7A4FFABCA9A053 
Max Defeated C1611532BCA9C292 
Max Critical CI60F39ABCA9C292 
Max Total Souls D161165ABC413102 
Always Ist Save 
D17A4E76BCA99B83 
HAVE ARMOR: 
Hat & Sunglasses 
D161 FAF2BCA99B84 
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Yagyu Armor Lv2 

D161 F982BCA99B84 
Yagyu Armor Lv3 

D161F98ABCA99B84 
Yagyu Foot Armor Lv2 

D161F99ABCA99B84 
Yagyu Foot Armor Lv3 

D161 F9A2BCA99B84 
Yagyu Arm Armor Lv2 

D161F9B2BCA99B84 
Yagyu Arm Armor Lv3 

D161 F9BABCA99B84 
Red Necklace D161FF8SABCA99B84 
Blue Necklace D161FF92BCA99B84 
Yellow Necklace 

D161 FF9ABCA99B84 





or craw works best if you reel it in 
using a stop-and-go style, bumping 
into anything you can. 


5s Ges 0° Gy 


667 
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A The right lure can make the difference 
between simply searching for bass and 


truly kicking some bass ass. 





Green Necklace 

D161 FFA2BCA99B84 
White Necklace 

D161 FFAABCA99B84 
Black Necklace 

D161 FFB2BCA99B84 
Purple Necklace 

D161 FFBABCA99B84 
Orange Necklace 

D161 FF42BCA99B84 
HAVE FILE BOOKS: 
Play Instructions 

DI60FE1 ABCAS9B84 
Gift Exchange DIG60FE22BCA99B84 
Demon Wall Scroll 

DIG0FE2ABCA99B84 
Fortinbras Book 

DIGOFE32BCA99B84 
Jujudormah’s Diary 

DIG0FE3ABCA99B84 
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SCORPION KING 

The Rock knows codes 

All cheats must be entered from the 
pause menu. 


Max Health/Weapons 
tL<- >< 3O@O 


Get Minotaur Club (Must already have 
two-handed class enabled): 
Tle 39 €995 


Get Meat Club (Must already have 
one-handed class enabled): 
Tle tee] 


Enable All Bonuses 
TV<e-73<¢ Om 


All of the cheats can be toggled on 
and off except for the “Max 
Health/Weapons” 


NASCAR THUNDER 2003 
Burning rubber codes 

Unlock extra, non-licensed drivers: 
Go to create-a-car, and enter the 
following names: 


Extra 
Drivers 


First name 
Last Name 


KELLY SLATER’S 

PRO SURFER 

Ride the wild codes 

Freak Boy! 3105556217” 

Unlock all boards 
”6195554141” 

Unlock all surfers 
“9495556799” 


MAT HOFFMAN’S PRO 
BMX 2 


Unlock Day Smith 

@TUTV® 
Day will be hanging out in the OKC 
level. Find him and he will become > 


Oni’s Sacred Place 
DIGOFEC2BCA99B84 
Oni’s Super Weapon 
DI60FECABCA99B84 
Lift Instructions 
DI60FED2BCA99B84 
Gogandantess Shield 
DIG0FEDABCA99B84 
Five Oni Orbs DIGOFDFABCA99B84 
Demons’ History 
DI60FD82BCA99B84 
Hunting Schedule 
DI60FD8ABCA99B84 
Human as Food 
DIG0FD92BCA99B84 
Golden Evil Statue 
DIG0FD9ABCA99B84 
Tokichiro’s Diary 
DI60FDA2BCA99B84 
Guildenstern Letter 
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RUN LIKE HELL 


HUNT OR BE HUNTED 


Blood and Gore 


Violence 


Strong Language 
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Tot PlayStation. 


ALH Run Like Hell” © 2002 Interplay Entertainment Corp. All Rights Reserved. RLH 
Run Like Hell the RLH logo, Digital Mayhem, the Digital Mayhem logo, Interplay. 
and the Interplay logo are trademarks of Interplay Entertainment Corp. All Rights 
Reserved. Licensed for play on the PlayStation°2 computer entertainment 
systems with the NTSC U/C designation only. “PlayStation” and the “PS” Family 
logo are registered trademarks of Sony Computer Entertainment Inc. The ratings 
icon is a trademark of the Interactive Digital Software Association. All other 
trademarks and trade names are the property of their respective owners. 
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Your pulse pounds in your 
temples. Your crewmembers lie 
dead or dying around you. All 
you know for sure about the 


alien invaders is that you're 


next on their hit list. Time is 


‘running Gut. So is your life. 
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Struggle to outthink. outrun and 
outgun intelligent foes who learn 
our behavior and adapt to it. 





Get the feeling of living a movie— 
from the edge-of-your-seat tension 
to the voice talent of top actors. 








HEART RACING. CE SIRENS FLASHING BEHIND YOU. a CLENGHING THE WHEEL AS You MANEUVER THROUGH TEE. 
MOST REALISTIC IAFFIC SCENARIOS EVER DEVELOPED. EYES WATERING AS YOU WITNESS THE MOST REALISTIC AND 
HORRIFIC CRASHES EVER SEEN IN A GAME. MUSCLES TENSING AS YOL TRY TO MAINTAIN CONTROL THROUGH 30 OPEN 
ROAD STAGES. YOU’VE PICKED YOUR CAR FROM AN AUTOMOTIVE ARSENAL OF 14 ALL-NEW VEHICLES. HOPEFULLY, CAR AND 


DRIVER WILL SURVIVE THE POINT OF IMPACT. OR THE LAST THING TO GO THROUGH YOUR MIND WILL BE YOUR ASS. 


EVERYONE 


Copyright 1998 - 2002: Criterion Software Limited, Burnout is a registered trademark of Criterion Software. 
Mild Viole nce Developed by Criterion Games. www.criteriongames.com. Acclaim ® & © 2002 Acclaim Entertainment, Inc. All Rights 
Reserved. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. 
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COMMANDOS 2 


RULE THE FRONTLINES WITH 
THESE HINTS FROM THE DEV TEAM 


Jump, jive, and whip ass 

Use your commandos to set up 
ambushes by having them cover 
chokepoints such as doorways and 
alleys, then lure enemies into 
these traps. 


Fresh air can kill you 
Remember that you can throw 
grenades and firebombs through 
windows. Good deal! 





THE DEV TEAM HELPS 
US CRACK THIS 
VEGEMITE 
ADVENTURE 


Walk on water 
The Frostyrang can create icebergs 
on water, so sometimes you can 
create your own platforms to reach 
your objectives. 


Vampire bats vs. bat vampire 
Having trouble hitting those pesky 
bats? Don’t try. Instead, jump into the 
air and press the bite button when 
they are close. 


Weigh the scales 

Getting injured too much? Try 
spending some time in Rainbow 
Cliffs—if you collect all 25 Rainbow 
Scales that are hidden around the 
level and take them to the Bunyip 


DIG60FDAABCA99B84 
Tokichiro’s Memo #3 

DI6100E2BCA99B84 

HAVE GIFTS: 

Abacus DI61I0O68ABCA99B84 
Ancient Coin D16107DABCA99B84 
The Analects D16106A2BCA99B84 
Ancient Document 
D1I61058ABCA99B84 
DY Le 0) sf @ 31 =1@7 Nelo) sts 72! 
D16107BABCA99B84 
D161051 ABCA99B84 
DI61046ABCA99B84 
DI61I04BABCA99B84 
Bread D161077ABCA99B84 
Broken Bell DI61IO6FABCA9S9B84 
Brown Chick D161061ABCA99B84 
Brown Chicken 
DI6104AABCA99B84 
D16107F2BCA99B84 


Beetle 
Black Beer 
Black Pill 
Blue Parrot 
Boquet 


Brown Egg 


TY, THE TASMANIAN TIGER 






_ We Zz 

f can steal supplies like 
explosives, which do tend to come in 
handy once in a while. 


Put some skeletons in the closet 
Although you get more points by 
disabling enemy troops without 
killing them, remember that other 
enemies will untie them if they find 
them. Hide your prisoners carefully. 







Elder you will receive 
twice the normal 
amount of health. 


Bomb that wombat 
Can’t beat Andy the Wombat in time 
attack? Try pulling out your 
Kaboomerang and smack him with it 
as he starts the race. 


Map quest 

Thunder Egg objectives are a bit 
difficult to figure out sometimes, but 
their location is revealed on the map 
in the pause screen. Use it to find out 
where you can go to earn yourself 
some thunder. 


Bull in a china shop 

When riding Bull, make sure to break 
all objects in the level such as sheds, 
houses, etc. Many opals and golden 
cogs are located in these objects. 


Calligraphy Kit 

D16104B2BCA99B84 
DI61I05A2BCA99B84 
D161045ABCA99B84 
DIG0FC42BCA99B84 
D161074ABCA99B84 


Cameo 
Chalk 
Chick 
Chicken 
Chinese Fiddle 
D16107CABCA99B84 
D1610492BCA99B84 
D16106C2BCAS9B84 
D161078ABCA99B84 
D1610522BCA99B84 
D16107D2BCA99B84 
Crown D1610732BCA99B84 
Crystal Ball D1610562BCA99B84 
Dead Flowers D1610442BCA99B84 
Dice D1610582BCA99B84 
Dumpling Cake 
D1610782BCA99B84 
Ego DI60FCBABCA99B84 


Cloth 

Comb 
Conch Shell 
Confetti 
Copper Coin 






Use your mad skillz 
The key to the game is utilizing each 
commando’s special abilities: the 
Green Beret can bury himself and 
hide, which is great for sneak attacks. 
Your Spy can go places your regular 
commandos can’t. Your Sniper 
(Duke) has few bullets, but his 
accuracy is awesome and he can 
easily ice enemies that are hard to 
get to for other the commandos. 
Inferno can clear an enemy minefield 
(recycling enemy mines in the 
process) and then lay a new one in 
its place, surprising patrolling guards. 
Finally, Whiskey can distract almost 
anyone, a function that is often 
overlooked. 





Burst Crikey’s bubbles 
Is Crikey the shark boss treating you 
like Charlie the Tuna? Look for the 
bubbles coming from the ocean 
floor—the objects you find are the 
key to defeating Crikey. 


Fired-up Fluffy 

When fighting Fluffy the giant snow 
boss, you will find that throwing your 
boomerang through the flames will 
boost the power of your boomerang. 





4 Why waste time searching for 
platforms when you can make your own? 


Emblem D161073ABCA99B84 
European Hat D161072ABCA99B84 
Fairy Tale Book 
DI61IO60ABCA99B84 
D161 FFE2BCA99B84 
D1610682BCA99B84 
DI60FCA2BCA99B84 
Fork DI60FCB2BCA99B84 
Frog DI60FC92BCA99B84 
Fudo Leg Guard 
D161F86ABCA99B84 
DI610OSE2BCA99B84 
D161F93ABCA99B84 
D161071 ABCA99B84 
D1610722BCA99B84 
DIG0FC8ABCA99B84 
D161I07EABCAS9B84 
D161 FFOABCA99B84 
D161F81ABCA99B84 
DI6105BABCA99B84 


Fancy Paper 
Folding Fan 
Fish Rice 


Fur Skin 
Gabishi 
CET 
Globe 
fCTo) [om @ alfa 
Cfo) (ot @e)ip 
Gold Egg 
Goraishinki 
Gourd 
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> available in both Session and 2 
player modes. 


Unlock all music tracks 

me<337®® 
There are hidden CDs on every level. 
Each CD unlocks a new song. 


Unlock kids’ street bike for all riders 

®<<—aome 
This bike is found in the Chicago leve- 
lafter you rescue the kid with the 
medi-vac chopper. 


STREET HOOPS - 
Enable Jump Shot Release Text  ~—~- 
onmMmmDmQOa® 
Turn Momentum Meter Off 
©©OOGnuwm® 
Unlock All Courts 
©Q©OnawaOnQ 
Super Block Ability : 
(~©ccm 


Super Steal Ability 
O©mOnmOnOw 


METAL GEAR SOLID 2 
Suppressed codes 

Snag the SOCOM suppressor! Track 
down this classic Metal Gear Solid 

item in the downstairs section of Strut > 


Green Parrot DIGOFC62BCA99B84 
Grilled Fish D1610532BCA99B84 
Hair Oil D16104A2BCA99B84 
Hair Ornament 
DI61I05AABCA99B84 
Hard Boots D161F9OABCA99B84 
Hien Kyahan D161F8FABCA99B84 
History Books (All) 
DI6106AABCA99B84 
History Books Vol.01 
DI6106B2BCA99B84 
alti (eo) AVM stele) m0) RO Ps 
DI6106BABCA99B84 
History Books Vol.03 
D1610642BCA99B84 
History Books Vo!.04 
DI61064ABCA99B84 
History Books Vol.05 
D1610652BCA99B84 
History Books Vol.06 













a restocking fee. 


~ AMD Athion XP Processor 2000+ with QuantiSpeed 
Architecture outperforms competitive 2.0GHz processors 


~ <BLACK> Aluminum i-TEC SOHO Server Tower Case 
w/420 Watt Power + See Through Window 


Pomcveltlavem-Ceiihvcel(cre min (crela mm mela) | 


~ VIA KT400 Chip DDR400 8x AGP Main Board 


w/ USB 2.0 Ports 
~ 512MB DDR400 PC-3200 Memory 


~ 80GB 7200RPM Ultra ATA-133 Hard Drive 


~ <BLACK> 16x DVD-ROM Drive 


~ New!!! <BLACK> 48x12x48 CD-RW Drive 


~ <BLACK> 1.44MB Floppy Drive 


~ NVIDIA GeForce-4 MX-440 64MB DDR 8&x AGP Video 


~ Sound Blaster Live 5.1 Sound Card 


~ Creative Labs Inspire 4.1 4400 Surround Sound Speakers 


~ 56K V.90 Fax/Modem w/Voice 


~ NEW!!! USB 2.0 Port x2 + USB 1.1 Port x2 
~ <BLACK> 19” ViewSonic Perfect Flat E9OFB 


.21H mm Monitor 


- Microsoft® Optical IntelliMouse Explorer 
~ <BLACK> Enhanced Multi-Media Keyboard 


~ Microsoft® Windows® XP. Pro Edition 


~ FREE Norton AntiVirus 2003 cD 


~ Free 1-Year 24/7 [orele) 


_ Deluxe Technical Suppor + on-site Service — = - : 


s 13e9 


w/ USB 2.0 Ports _ 





~ <BLACK> 1.44MB Floppy Drive 


~ 56K V.90 Fax/Modem w/Voice 


~ FREE Norton AntiVirus 2003 CD 
~ Free 1-Year 24/7 i-Care 


+ — is Ee — 1 —} — 


~512MB DDR400° Pc-3200 5 Mecnong Do ee 
'~ 80GB 7200RPM Ultra ATA-133 Hard Drive — ae 

"~ <BLACK> 16x DVD-ROM Drive 
~ NEWII! <BLACK> 48x12x48 CD-RW Drive 


~ NVIDIA Geforce-4 Ti-4600 128MB DDR 4X AGP Video — 
~ Sound Blaster Audigy 5.1 Sound Card w/IEEE Fire Wire 
Bem Orccteli\VicM lat) e)[(:Meomm Meorcl@lO Melt liceltialemeteltiulemelel-ce Lie) 


~ <BLACK> 19” ViewSonic Perfect Fiat E9OFB .21H MM Monitor 
~ Microsoft® Optical IntelliMouse Explorer 

Puma =) 10) Oem stalalelilecrem@yitiiicei (rel lem acca aelerel se 

~ Microsoft® Windows® XP PRO Edition 


Deluxe Technical Support + On-Site Service 





AMD Athlon XP. Processor 2100+ 
AMD Athlon XP Processor 2200+ 
AMD Athlon XP Processor 2400+ 
AMD Athlon XP Processor 2600+ 
AMD Athlon XP Processor 2700+ 






















AMD Athlon XP Processor 2100+ 
AMD Athlon XP Processor 2200+ 
AMD Athlon XP Processor 2400+ 
AMD Athlon XP Processor 2600+ 
AMD Athlon XP Processor 2700+ 


Price, Specification and ferms are subject to change without notice. Picture may differ from actual products. We are not responsible for errors in typography and/or 
photography. 30-day money back guarantee does not include opened software. parts, or special order merchandise. 


Original shipping and handling fee along with return shipping charge are non-refundable. Products returned after 30 days or in a non-refundable condition are subject to 
* 3 year limited warranty includes 3 years iabor and 1 year parts only. 








$ 1359 

$ 1399 

$ 1419 

S$ 1499 

Se Rel ok’) 
Microsoft 
Windows*? 
Professional 


$ 1599 
$ 1639 
$ 1659 
$ 1729 
$ 1809 


Sales Hour: Mon~Fri 7:30AM-6:00PM, Sat 1OAM-3PM PST 
602 Monterey Pass Rd., Monterey Park CA 91754 
Tel: (626) 281-8262 Fax: (626) 281-0767 


All Prices effective on Nov. 15, 2002 
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¥ The trick to Cat Scan is realizing that it’s 
actually easier if you don’t kill every enemy. 










A TDK INSIDER TURNS THE CAT 
SCAN MISSION FROM A TIGER INTO 
A PUSSYCAT 


Your mission objective is to protect 

and escort the defenseless Cat’s Eye 
radar craft through territory infested 
with battle pods and fighter pods. 
If played traditionally, it’s 

simply brutal. If played our 
way, it’s brutally simple. 


Fight the Guardian 
You'll spawn in Guardian 
Mode, which perfectly 
matches Cat’s Eye’s speed. This would 
lead you to believe that you should 
stay in G-mode. Wrong! Go with 
Fighter Mode—we'll tell you why in 

a second. 


Practice proper pod preservation 


Here’s the first trick. The three battle 
pods will focus upon you and not the 


DI61065ABCA99B84 
History Books Vol.07 
D1I610662BCA99B84 
la Ih} (6) AV =10\0), <n (0) RO) 3} 
DIG1IO66ABCA99B84 
a (C0) AVM 010). Cn (0) RO he) 
D1610672BCA99B84 
History Books Vol.10 
D161067ABCA99B84 
Houtengeki DI61F8AABCA99B84 
Incense D1I61002ABCA99B84 
Kaleidoscope D16107C2BCA99B84 
Keimyo Hachimaki 
D161F892BCA99B84 
Lemon DI60FC52BCA99B84 
Moy. [e (21a fi B)(a=Mamm DY) [8 Jo) = P431@ Veh) sto7-4 
Love Potion DI61I059ABCA99B84 
Magnetic Compass 
DI61IO6F2BCA99B84 


Melon D1610702BCA99B84 






Cat’s Eye. Kill one of the battle pods, 
but just one. As long as there are two 
left, no more will spawn. They’re really 
no threat anyhow. 


Chuck chaff for the chumps to 
chase 


Now for the second trick—the fighter 
pods. Remember when 
we said to play this 
mission in Fighter 
Mode (if you don’t 
‘* remember, you’ve got 
some serious work to 
do on the ol’ attention span—it was 
only about fifty words ago.) Anyhow, 
the reason for this is that Fighter 
Mode gives you a chaff/decoy weapon 
that will keep the fighter pods’ 
missiles from hitting Cat’s Eye. 
Whenever there are fighter pods 
onscreen, launch chaff every 5-7 
seconds to render them ineffective, 
and blow them away with your other 
weapons when not firing chaff. 


D161055ABCA99B84 
D1I61070ABCA99B84 


Mirror 

Music Box 
Naughty Novel 
DI61062ABCA99B84 
D161075ABCA99B84 
DI6106DABCA99B84 


Oolong Tea 
Pair Ring 
Pandora’s Box 
DIG60FCAABCA99B84 
Persian Carpet 
D16105F2BCA99B84 
D161F94ABCA99B84 
Pick DI60FCFABCA99B84 
Pickled Plum D1610772BCA99B84 
Pickled Vegetables 
D16105C2BCA99B84 
D1610712BCA99B84 


Phirangi 


Pipe 

Pirate Costume 
D161F8CABCA99B84 

Plant Book D1610592BCA99B84 

Playing Cards D1610482BCA99B84 


> F. It is in the small room on the 
bottom right side, but blocked by 
boxes. Just craw! through the vent in 
the room on the bottom left side. The 
suppressor is now yours. 


ROBOTECH 


Go to the “New Game” screen, not 

the Main Menu. While holding down 
the trigger buttons press 482q6wt. 
This will take you to a screen where 
you can type in the following codes. 


Gunpod Ammo Refreshes Faster 
SPACEFOLD 


Missiles Refresh Faster 
MARSBASE 


Both Guns and Missiles Refresh Faster 
MIRIYA 


Enable One Shot Kills 
BACKSTABBER 


Enable One Shot Kills In Sniper Mode 
SNIPER 


Unlock New Paint Schemes 
MISSMACROSS 


Unlock All Levels 
WEWILLWIN 


Unlock All Models and Awards 
WHERESMAX 


Enable Invincibility 
SUPERMECH 


Flip Everything Upside Down 
FLIPSIDE 


Unlock All Multiplayer Levels 
MULTIMAYHEM 


ARMORED CORE 3 


First Person View 


Pocket Watch DI61I05FABCA99B84 
Potassium Nitrate 

D161001 ABCA9S9B84 
D1610692BCA99B84 
DI61I0O69ABCA99B84 
DIG60FC5ABCA9S9B84 
D161F962BCA99B84 
Rotten Fish DI61044ABCA99B84 
Rogue DI6105DABCA99B84 
Sake From Kaga 
D161074ABCA99B84 
D1I61052ABCA99B84 
DI6105EABCA99B84 
Silver Armor D161F972BCA99B84 
Silver Coin D16107E2BCA99B84 
Sponge Cake D161076ABCA99B84 
Stamina Drink DIGIOOEABCA99B84 
Taieiki D1610602BCA99B84 
Taizo Mandala D16104FABCA99B84 
Tale Of The Heike 


Raw Fish 
Recorder 
Red Parrot 
River Fish 


Salt 
Scarf 
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Vodka 
Wasabi 
Water Melon D161053ABCA99B84 
Western Boots 


Wind Bell 
Wine 
Wonder Flower 





You must have AC3 game data saved 
on a memory card that also contains 
save data from either AC2 or AC2AA. 
Load your saved AC3 data, enter a 
mission or VS battle, and pause the 
game (Start button). While the game 
is paused, simultaneously press the 


MODRBO®OOO lL. If entered 


correctly, the view will switch to first 
person. To revert back to the default 
view, simply press the Start button 
again. 


Steal Arena Opponent Emblems 

To “borrow” the emblems of those 
you've defeated in the arena, just 
select the desired opponent from the 
Arena list and press both the Start 
and Select buttons simultaneously on 
the screen showing that opponent’s 
description. A sound effect plays 
when you've done it correctly and 
stolen the emblem. 


Unlock Part KWM-AD-50 
(Increases ammo storage capacity by 
50%) 

This part is awarded to the player 
when they manage to complete the 
mission (MT Training Excercise) 
without being hit once. 


Unlock Part MLH-MX/VOLAR 
(Heavy humanoid leg) 

This part is awarded to the player 
when they earn a rank of A or higher 
in AC Test 1 (the target practice test 
exercise). 


Unlock KWG-HZL30 

(Left arm-equipped, spread-shot 
Howitzer) 

This part is awarded to the player 
when they destroy two or more 
monorails on the Destroy Naire 
Bridge mission. 


D1610622BCA99B84 


Tea D1610762BCA99B84 
Telescope 
Tengu Mask 
Textile Fabrics D161048ABCA99B84 
Tube For Pigeon Leg 


DI6106E2BCA99B84 
DIGIOGEABCA99B84 


D1610512BCA99B84 


Unique Mushroom 


DI6105D2BCA99B84 
D1610742BCA99B84 
D16105CABCA99B84 


D161F8E2BCA99B84 
DI6106D2BCA99B84 
D1610752BCA99B84 


D16107A2BCA99B84 


HAVE ITEMS: 
Herbs 


D1610052BCA99BE6 
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LEGEND OF LEGAIA 


MASTER THE ARTS WITH THESE MOVES LISTS 





Lang 

Normal Arts 

Blue Moon Strike >> 16 
Downing Falcon €e JU 16 
Flowing Dance of the Flying Dragon Yee 16 
Mountain Breaker tT >T 16 
Shadow Divide Ee 7T| 20 
Broken Dance *L9T 20 
Demon Hit VUUT 20 
Lightning Blade UTTR 20 
Flashing Formation 'LVe9 24 
Claw and Fang Attack VTVe59 24 
Wind Blade Rondo €e 7 VT] 24 
Hyper Arts 

The Fang Arts: (From the Scroll in the Training Cave) 

Violent Fang UT 

Howling Fang t2<_T 

Sky Fang Tla<T 

The Lightning Arts 

God Lighting ThV> 

Sky Lighting Veo’ 

Ultimate: (Unlocked through the fight against Strauss) 

Downed Dragon €T 3 <JT 

Kazan 

Normal Arts: 

Man Flower Punch ">> 16 
No Regret, Moon Reflection Cut ve9 16 
Lighting Vertical Kick |e 16 
Dance of the Violet Tengu 377 €E757 20 
High Waves Jaw Breaker »>oTT 20 
Furious One Two Punch VUVT 20 
Whirlwind Mounting Dice UTTH 20 
Violent Wind True Punch Vee) 24 
Hyper Arts: 

ManWay Confused eee 

ManFlower War Disturbance €<€7€ 

CherryFlower How! ><eTTt 


Medicine D61005ABCA99BE6 
Secret Medicine 
D1610062BCA99BE6 
Perfect Medicine 
DI610O06ABCA99BE6 
Magic Liquid D1610072BCA99BE6 
Special M.Liquid 
D161007ABCA99BE6 
Super M.Liquid 
D1610002BCA99BE6 
D1610632BCA99BE6 
DI61063ABCAS9BE6 
Gold Scale DI61FFO2BCA99B84 
Scarlet Key DI61FFCABCA99B84 
Great Powder Tube 
DI61056ABCA99B84 
Snake Key D161FFF2BCA99B84 
Crescent Key D1I61FF1IABCA99B84 


Power Jewel 
Magic Jewel 
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D161FF12BCA99B84 
D161 FFDABCAS9B84 
D161 FFE2BCA99B84 
Sacred Flute D161FF22BCA99B84 
Key Plate D161FFD2BCA99B84 
Nobunaga’s Knowledge 

D161 FF2ABCA99B84 
Nobunaga’s Reign 

D161FF32BCA99B84 
Nobunaga's Dignity 

D161 FF3ABCA99B84 
Red Stone Pole 

DI6100D2BCA99B84 
Blue Stone Pole 
DIG1IOODABCA99B84 
D1610572BCA99B84 


Cherry Key 
Circle Key 
Golden Key 


Red Wedge 
Blue Wedge D161057ABCA99B84 
Green Wedge D1610502BCA99B84 





CherryFlower Mounting Felt 

Ultimate: 

Herculean Lighting Rock Te 7 

Sky Flag, Sword God TReVD€_ ly 

Maya 

Normal Arts: 

Icy Coffin t->-> 16 
Throbing Flame eve 16 
Sky Rending Lightning >T<e 16 
Blinding Light from Stratosphere €tT> 16 
Whirlwind’s Blade o> a al 16 
Piercing Rocks Vou 16 
Dark Clouds of Disaster LUT 16 
Approaching Ice Blades 2UTR9 20 
Mounting Fire Flow €e<€e<€ey 20 
Guided Fire Spirits ]eTttTe 20 
Mounting Ice Columns a dee a 20 
Hyper Arts: 

Light of Origin VT € Light 
Dust to Dust VU Earth 
Icy World oe dee dee die 2 Water 
Flash from the Gods TTT Lightning 
Dancing Inferno €€€eee]e Fire 
Door to the Abyss VtT€e3UN Dark 





Ein 

Hyper Arts: 

Tempest, Raging Flame ell 

Tremor, Earth Shaking Axe Vou 

Dust, Furious Fighter >rT<T 

Crush, Smashing Seal Teles 

Sharon 

Hyper Arts: 

Attacks: 

Fearfull Attack €79°> s : 

Merciful Ar SN ces oon 
need all the skills you can get. 

Lords: 

Lord of Eden € €¢-79 

Lord of Heaven € 7 V€e59 

Roses: 

Windmill Rose “Ter? 

Detonator Rose VUUTTT 


Purple Wedge D161050ABCA99B84 
Ring Of Takajo D161047 ABCA99B84 
Siaga Bomb = DI6100F2BCA99B84 
Purify Charm D1610462BCA99B84 
Bronze Mask(Right) 
D161FF72BCA99B84 
Bronze Mask(Left) 
D161 FF7ABCA99B84 
Red Ring DIGIOOOABCA99B84 
Mountain Permit 
D1610012BCA99B84 
Fossilized Bones 
DI61049ABCA99B86 
Talisman D1610032BCA99BE6 
Red Bracelet DIGOFDDABCA99B84 
Green Bracelet 
DIGOFDE2BCA99B84 
Blue Bracelet DIGOFDEABCA99B84 
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Yellow Bracelet 
DIG60FDF2BCA99B84 
Buraitou Tech] 
DI60FD42BCA99B84 
Buraitou Tech.2 
DI60FD4ABCA99B84 
Hyuoujin-Yari Tech. 
DI60FD5ABCA99B84 
Hyuoujin-Yari Tech.2 
DI60FD62BCA99B84 
Senpumaru Tech. 
DI60FD72BCA99B84 
Senpumaru Tech.2 
DIG60FD7ABCA99B84 
Buraitou Secret 
DI60FD32BCA99B84 
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The'Mind shall vanquish the Sword! 


The makers of Dynasty Warrion present a revolutionary SSA 
mulation Entertainment! == "Sia, 





~*The player's decisions make the story! Multiple 
SS ‘story branches and endings allow the player to 
&, | Create their own Three Kingdoms Saga! Will 
rr. \ you Stay true to history, or create an entirely 
i aw "What If" world? 


Te ose to-follow the campaigns of 


‘ae 





ve “one of three charismatic leaders, 
' TV ={-) om Or: (em Or- (ee) at] tm Oe 
' 
= US AVAILABLE NOW! 
Sere ESRB 


The mega-hit Tactical Action 


ad 
S 








Produced by 


AVAILABLE NOW! ‘;Force 


Dynasty Tactics and Dynasty Warriors 3 are trademarks of KOEI Corporation and KOEI Co., Ltd. ©2002 “> 
KOEI Go., Ltd. All rights reserved. "PlayStation" and the "PS" Family logo are registered trademarks of Pa 
Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks 
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from Microsoft. The ratings icon is a trademark of the Interactive Digital Software Association. 





5 lio MMO RRA Ref 








Sao Se 


TO SAVE T 





ae 





EOD aN RI Apes ic na, 






b ColVid |B aT —t-10 I Mor-| amr-AY(-\ ain c-1-) mor: | amt 
a V12 Vanquish with tons of gadgets, 














; 
oS m 
é 
RATING PENDING 
Visit www.esrb.org or PC 
call 1-800-771-3772 er, Tal 
for Rating Information. / J 
ES een aintenns PS an | 28 


» PlayStation. 


NIGHTFIRE.tateractive’ Game (all object code, all other software components and certain audio visual componentsronly) ©2002 Electronic Arts Inc. Electronic Arts, EA GAMESwarid’ the EA GAMES logo are trademarks-orTégistered trademarks 
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7 before breaking into Mayhew’s estate, 
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007.ea.com 











or, engineering a rooftop escape from Phoenix International’s Tokyo 
office tock then exiting a burning gondola tick in the alps all in time 
Com c-are(=y4'co) 0 -Mcelerr@n | (a -(-\o1c-) mr-(e[-10] wy Ael-M-lale Maforas Plolaalialce(e(— 
Sixty seconds of Bond’s world. 
but don’t pat yourself on the back tock too much It’s more than most people 
because tick that was only one minute, and there do their entire life. 
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|, Kraven 

the Hunter, 
will fight o-7/v on 
the Aticrosort 










Xbox/ ™ 


A Many games, like Spider-Man here, get extra levels or features added to them on X 


RANDY’S TIP 









OF THE MONTH: 
Having trouble with 
the ladies? Then give 
Randy’s sure-fire pick- 
up lines a try! 


» “Hey baby, why 
don’t you slip me your 
nude code?” 


> “How about we ERIC 


go back to my place 
and explore your 
secret level?” 


> “I never thought 
I'd love again after 
Aeris died... but then 
I saw you.” 


And the Coup de Grace: 


>» “You must defeat 
Shen Long to stand 
a chance.” 


TalkKBACK 


EACH MONTH we post a new question 


on our website at psmonline.com, and 
print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month’s Question Was: 
“Memorable gaming moments— we all 
have ‘em. Let’s hear yours: good or bad” 
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Kravie-baby, 
here's arother Xbox 


PSM Letters 
c/o Imagine Media 













Hey 


150 North Hill Drive 
Brisbane, CA, 94005 USA 





E-mail: 
psm@imaginemedia.com. 


r It just goes to prove that if you wet your pants ina 
monkey suit, no one except Randy will notice... 










exclusive for ya-- 
ass webbirtg/ 









What’s up with that? 


| love racing games, but | have a few complaints 
about the “best” racing game, Gran Turismo 3. 
First of all, there is no car damage. What kind of 
racing sim has no car damage? Also I’ve noticed 
that | can crash into a wall doing 200 m.p.h. and 
the car BOUNCES off the wall. Secondly, | 
recently bought the Logitech force feedback 
Steering wheel and | had to take it back because 


it was too sensitive. Are all steering wheels like 
that or is it just me? Is there a way to adjust the 
Sensitivity? Are there any wheels out there that 
would suit me better? 


Sabby Whitaker, redrockerek2 @ushoo.com 


The most recent was in a very tightly 
played game of Madden 2003. All the 
fellas were over having a tournament. 
There was a lot of trash talking. With the 
score tied up at O with 4th and 15 and 30 
seconds left in the game, Culpepper tried 
to throw it to a tightly covered Byron 
Chamberlain. It hit him in his helmet, 
tipped off a defender, right into Michael 
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Nick L. Spector, 
nickthe_goalie@hotmail.com 


The lack of damage modeling in 


GT3 isn’t a limitation of the game, but 
rather of the licensing agreement with the 
various manufacturers whose cars appear in 
the game—they simply don’t want their cars 
shown being crushed in wrecks, for 
whatever reason. However, we have seen 
more recent racers (such as EA’s Need For 
Speed: Hot Pursuit 2), which do feature 
extensive collision damage on licensed cars 
(even Ferraris!), so there may be hope for 


Bennett's hands for an 85 yard 
touchdown! The room erupted! 
Jeff Manthey Fountain Valley, CA 


Explaining my excess tardies to my school 
principal because G7A3 just came out. 
Jonathan Hill Anaheim Hills, CA 


Playing the original Mario, | was about 


www.psmonline.cam 


four at the time... took me an hour to 
figure out how to jump. "You stupid 
mushroom men!" is probably the first thing 
| ever shouted at my TV.. 

Paul Santagada New Paltz, NY 


| was playing Metal Gear Solid 2 and | was 
crawling under a gate on the Tanker with 
Raiden and all of a sudden a bird just 





DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


Kobe, you § 
my boy, 


tell my wife 
we can't 
eat this 


A When you're betting on a CPU vs. CPU game, 
it’s time to admit you have a gambling problem. 


ie - A 


A Still a newcomer to our planet, Steve doesn’t 
fully understand the world of the “hu-mans.” 





VY Seer 
| toldja my 
‘\Uitimate 
Wedgie” _ 
technique 
worked! 


hs ¥ . 
Nona g & 
| ; . 


A Scrotal Abrasive Syndrome (SAS) is no laughing 
matter, folks. Ask your doctor for a brochure. 


decides to use my back as a restroom. 
This and seeing Raiden slip on and fall on 
Bird Sh’t are the most memorable and 
funniest things I’ve ever seen in a game. 
Ricky Class Belleville, NJ 


| remember when | was about 8 years 
old. I'd go over to my friend Mickey's 
house and we'd stay up until 12 o'clock 











(way past bed time) and play Ninja Turtles 
on NES. Those were the good ol’ days. 


My. first "Setting of the old lady on fire" in 
Grand Theft Auto 3... tender moments... 


Finally beating FFX & doing the "Who's 


some serious wrecking action in the next 
Gran Turismo. As for the GT Force wheel, 
there is actually an option to adjust sensitiv- 
ity within G73, but you must have missed it. 
Actually, most (if not all) racers offer the 
option, whether you’re using the GT Force 
wheel or any number of other third-party 
steering peripherals. 


In all the articles about PlayStation’s upcoming 
online games, | have yet to see anyone talk aDout 
possible cheating. I’ve been playing first person 
shooters online with my PC for years now; Half 
Life mods, RTCW, UT, Quake, etc., and one thing 
they all have in common is cheaters. I'm not 
talking about camping at a respawn point or 
other dirty tricks; I’m talking about the peopie 
with auto-aim cheats, super-speed cheats, see- 
through walls... the list is endless 


Now | know most, if not all 


console games 
have cheats built in, and when it only affects the 
single-player experience, it’s okay; you choose to 
ne games like SOCOM 


and Time Splitters 2 forgone built-in cheats that 


use them or not. Have on 


would give someone the upper hand in a multi- 
player match? If they haven't, do the cheats only 


GameShark? Will there be codes to give 
someone perfect aim, or become invincible? I’m 
sure Sony and the game developers h 
all this into consideration, but | have yet to see an 


f | can’t join an 


04) 
< 
(D 


article dealing with this Is 
online game without half the people cheating, 
then I'll be returning my network adapter, and | 
don't think I'll be alone 
Sean Wood, 
kayareidesigns@hotmail.com 


It’s interesting that you bring up 
that point because that’s exactly what’s 
happening as | write this. It appears that 
some gamers have been able to use the 
Interact GameShark to change certain 
aspects of games when played online. | 
expect that Sony and other developers will 
step in and prevent this form of cheating 
from running rampant. With the launch of 
PS2 online gaming, there are bound to be a 


Zack McGhee Atmore, AL 


Josh Simmons Somewhere, VA 


The Man Dance", only to start crying like a 
little girl after watching the ending FMV. 
Falcon Harding S. Plainfield, NY 


| was playing Gekido with a friend of mine. 
While we were fighting a boss, | 
performed my Wipeout move at the same 


few problems. Over time, things should be 
ironed out and online cheating should even- 
tually be put to rest. Let’s cross our fingers. 


Hey, guys. It seems like you have a problem with 
some women gamers complaining about hot 
chicks in videogames. So, with that, I've come up 
with a list as to why guys don’t complain about 
this topic like women do: 


1. Chicks in games are hot, and will let guys play 
with them anytime they want. Real chicks want 
you to go on dates and meet their parents first. 


2. Chicks in games don't mind if you bring the 
guys over to watch her do some new “tricks”. 


3. Nude code? Sure! Chicks in games don't care! 
Hell, they will still do 360 jumps with their “guns” 
sticking out just for your enjoyment! 


4. Chicks in games will be your friend, try to kill 
you, then be your friend again! It’s the perfect 
love-hate relationship! 


| hope that clears up the question about Hot 
Chicks in Games for most of the women out 
there. By the way, I’m a chick, too. 
Carlene Adamson, 
loudd@sailormoon.com 


Well, Carlene (if that is your real 
name... ), let’s take your statements one at a 
time, shall we? 


1. Some real girls will let you do that also. 
That’s why we have free VD clinics in nearly 
every major city. 


2. The only girls who do this in real life 
usually belong to a hardcore outlaw 
motorcycle gang. 


3. The only girls in real life who will do this 
expect you to slip $20 or more into their 
thongs after their “jumps” make a mess of 
your pants. 


time my friend scored the finishing hit at 


www.psmonline.com 


the same time the boss tried to teleport. 
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GAMES WE 
WANT TO SEE 


SLOWDOWN 
SHOWDOWN 

Most games strive for 
fast framerates, but the 
object of this innovative 
3D fighter would 
actually be to slow 
things down. Players 
wouldn't have life bars— 
instead, they’d get 
points for causing the 
game to slow down by 
performing combo 
moves against 
opponents. The bigger 
the combo, the greater 
the slowdown. The 
longer the slowdown 
lasts, the more points 
are rewarded. The game 
clock would slow down, 
too, so matches could 
conceivably last for 
hours—or days, if the 
players are really good! 


The poor Playstation choked and died. We 
were so surprised we took a picture. 
Michael Extline Simi Valley, CA 


When my dog pissed on my PS2 after | 
beat GTA3. Damn Dog! 


Jordan Schrimsher Hazel Green, AL 


Playing Fatal Frame. For hours after | 


I45 





I46 
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HARDCORE 


| don’t know if I’m the only one that noticed 
this, but a lot of demons in Onimusha: 
Warlords are named after characters in 
Shakespeare's Hamlet. A few of 
Shakespeare's character names, like 
Guildenstern, Reynaldo, Osric, Marcellus, 
and Fortinbras are also characters in the 
game. | wanted to know if this was some 
Strange coincidence or are the developers 
big Shakespeare fans? 
Jonathan Sanford, 
jonny507 @rochester.rr.com 


That's an interesting point you 
bring up. We haven't been able to 
confirm it with Capcom, but it does 
appear that there is some sort of con- 
nection. While some of the characters 
have been named after prominent 
people in Japanese history, it appears 
that some of the others have been 
named after the ones in Shakespeare’s 
masterpiece. 


4 4 


4. Funny, but this sounds exactly like the 
time I was married... 


When | first got Grand Theft Auto III, a vehicle | 
was in landed in the entrance of the Subway 
thing on Portland. The car had flipped onto its 
back and | clicked triangle, got out, and | was 
trapped between the car and the gate blocking 
the Subway off. Well, the car exploded and | 
didn’t lose much health, but it sent me through 
the gates and into the Subway. Now I’m able to 
access the other islands without doing all the 
missions. This wasn’t meant to happen, was it? 
Anna Hendrixson, 
Ajhendrixson@joink.com 


Anna, that pact you made with the 
Devil seems to be paying off. 


| am 16 years old, and a huge anime fan. | am 


went to bed, | kept imagining there was 
something down the hallway or in the 
basement. | didn’t sleep at all. 

Rebecca Petersburg Unknown, VA 


| remember one night when | was playing 
FF8 with the vibration on at 2 AM. | had 
taken my relaxed position in my arm chair 
when room mate entered. "Why do you 


hold the controller close to your crotch?" 
My face blazed with embarrassment. I've 
been self-conscious of my gaming 
posture ever since. 


When | first beat Dragon Warrior on the 
NES system. Oh, the power which 
coursed through my tiny body was too 






nal 


£ ik iE 
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GORILLA 


i! | wanted to know if taking a liking to one game 
and sticking with it and never wanting to stop playing 
that game and then beating it and playing it until 


you beat it again and again until they make a sequel to it 


and then repeating the whole thing is weird or is it just me? 
RD, RDchillin | @aol.com 


Which is better, pickles or bacon? 








BILL Yes, Dave, it is, but only if your area has a lot of 
jungle vines and you know two guys who can pound 
out Ascii code quickly on hollow logs... 


Can we settle the age old argument once and for all? 


Robert Stockamp, chocoboincest@hotmail.com 


BILL Gee, RD, normally I'd say that was just you, but 


I’ve been known to indulge in the same weird 
behavior myself... except | do it with beer. The only 
difference is that, with beer, you never get a lousy 


sequel. Trust me on this one... 


Is it possible to play online in South America? 


David Serrano Victoria, 
serranod300@hotmail.com 


just very disappointed that in Japan, tons of 
anime videogames are released constantly, such 
as Gate Keepers and Evangelion, my two favorite 
anime! | was just wondering why aren't anime 
games released here? | know there are many 
anime fans who would want to get their hands 
on them as much as | do. The only thing | can do 
to satisfy my anime-game craving is pull my 
Genesis out of the depths of my closet and play 
Phantasy Star IV; but after playing the beautiful 
FFX, that gets a little bit too hard to bear. When | 
read that the Sakura Taisen series is going to be 
released next year, | got shivers of happiness. 
Why aren't these really great anime games ever 
sold in the U.S? Is there anywhere | might be 
able to get them? 

Justin Heifetz, Silver-Dragon@rcn.com 


I feel your pain, Justin. Here’s the 
problem: in Japan, anime is mainstream 
entertainment, enjoyed by millions and 
millions of people. Thus, licensed anime 
games sell well. Here however, anime is still 
a niche market appreciated by only a 
fraction of gamers, so anime games are less 
likely to sell well. Thus, publishers stay 
away. The good news is that anime’s popu- 
larity continues to grow, and Bandai’s 


lan Thompson College Station, TX 
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much to handle, and | exploded in a 
warcry the likes of which my parents had 
never heard. Sadly, | woke my sleeping 
brother. | was promptly grounded. 


BILL Finally, an intelligent question! A question that 
has plagued Mankind for untold centuries! A question 
that, when answered, will unlock the mysteries of 
the Universe! Uh... what was the question again? 


Have a question that requires a thoughtful, adult answer? 





Gundam games sell pretty well, so | think 
we'll see more and more anime games as 
time goes on. Be warned, though: licensed 
games in Japan are often as poorly made as 
licensed games in the U.S. If you still want 
to see for yourself, there are plenty of good 
import stores online, including 
Www.ncsx.com and www.therage.com — 
tell ‘em E sent you. But remember: you 
need a Japanese PS2 (or an illegal mod 
chip) to play them. 


| have a problem! | am 26, work hard, and | get 
paid pretty good and so does my fiancee. The 
problem is | do not live at home with Mommy 
anymore and do not think | can afford the 
monthly fees from every company who puts out 
an online game. | just think there is going to be a 
problem getting an online fix and paying real life 
bills; $5 or $10 here and there add up quickly, 
especially with rent, car payments, power and 
etc... | also don’t think | am the only one 
worried about this: about half the people who 
play games fit into my financial category, so the 
industry should start listening to our pleas about 
cutting fees for online games now. 

Richard Lince, Rickerjr@adelphia.net 


Jason Miller Canton, OH 
controller! 


| was four, and my cousin was playing 
some ninja game and the first boss battle 
ensued. The thing had 5 heads and guts 


Send an e-mail to bdonohue@imaginemedia.com, with 
“800-LB. Gorilla” in the Subject Line. 


WHERE ARE 
THEY NOW? 


FF Vil’s BARRET 

Best known for his con- 
tribution to the over- 
throw of the evil 
Sephiroth, Barret now 
works as a mechanic at 
his own shop. “After dat 
war was Over, none a 
dem foo’s would slide 
me any work”, Barret 
told us, while using his 
hand-mounted gun 
barrels to twist loose 
lugnuts. “Tifa stuck 
around for awhile, but a 
fine-ass ho like dat ain’t 
gonna hang wit’ no 
greasemonkey.” Recalling 
Tifa’s memory, however, 
had quite an effect... 
“We were soul mates... 
two spirits intertwined. 
My true-heart’s love is 
gone now, gone with the 
whispering wind... foo” 


pouring out of its mouth (In all its 8-bit 
glory). This was very scary for me then... 
and | sorta let the lemonade spill outta 
my pants. My mom had to disinfect the 
Carpet and my cousin's Super Famicom 
Tom Sumer Mentor, OH 


Madden 2002, Super Bowl, 7 seconds to 
go in the 4th, down by two, on the 32 
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| finished pasting 
Carmelita Fox's Aega/ onto 
Pamela Anderson's boa/y 
like you asked=-I'm sending 
. it to you now... 


Don’t worry: most games playable 
online (particularly on PS2) don’t require 
any extra monthly fees beyond your basic 
ISP bill. In fact, the only “pay to play” 
online titles we’re aware of for PS2 are 
EverQuest Online Adventures and Final 
Fantasy X!—and we don’t see the number 
growing anytime soon. For the most part, 
you're going to be able to play for free, at 
least for the next couple of years. 


In your review of Madden 2003, you didn’t 
mention a very, VERY disturbing ‘feature’ that 
needs to be addressed immediately! | am talking 
about the Madden Cards. Some of the cards 
require you to OWN (or rent) other EA titles in 
order to unlock them. This is completely UNAC- 
CEPTABLE! Not only is this a problem, but they 
don’t explain which titles are needed or how you 
use them to unlock the cards. Some require you 
to own an EA Racing title and some require you 
to own another EA Football title. Well, which 
titles? Which version of those titles is needed? | 
have saves from Madden 2002 and NCAA 2002 
on Memory Card 1, but their presence is not 
unlocking the cards that require other EA 
Football titles! Previous versions don’t open 
them!?! The only other EA Football title would 
be NCAA 2003; is that what is needed? If so, say 
so! What racing games? SSX and SSX Tricky are 
technically racing games, but saves for them 
don't unlock “those” cards. So which titles, and 
which versions? 


yard line, field goal... power outage. 
Craig Vornberg Milford, OH 


Back in the ol’ NES days, when | was just 


longer have this problem. :-) 


One of my best gaming moments came 


TRADING PLACES 


Nr a " OtaconP 

J Sutnpitt’ Sack | 
Danielsf \Nho 

the heck are 

® you, mister? 


like you've got 
Plugs up your 


Srake, your 
orly cleferse 
/s your rocket ! 
launcher! 


Waitaminute-- 
If youre Aere, 
then where is Sly? | 





Jim Butler, Address Withheld 


Well, | tend to disagree with you 
that the Madden card situation is unaccept- 
able. | think it’s a interesting idea because it 
rewards those of you who truly support EA, 
as a company. Some of the other future 
games, such as Tiger Woods, will also 
include this feature. Right now, the devel- 
opers are just testing out the idea in order 
to see what the fans think. If they like it, 
then you may see it in every one of the 
games. However, if you all truly hate it, then 
I expect it won’t be making an appearance 
next year. 

To answer your questions, though, we 
went straight to the source and got this 
from an EA representative: “NCAA Football 
2003 and NASCAR Thunder 2003 each 
unlock 5 exclusive Madden Cards each. All 
the user needs to do is have a save file from 
them (of any type) and it will be auto- 
detected upon boot-up.” 


You guys seem to think VF4 is like the greatest 
fighter ever. | thought that, too, so | went out and 
bought it, but then after a few hours, | got bored 
of the game. | find that games with only punch, 
kick, block are quite boring. | thought VF4 would 
change that, but no. | think Tekken 4 will totally 
kill VF 4. 

Thanh Ha, thanh_S3II @yshoo.com 


Trevor Adwell Chanute, KS 


Tekken 3 on the original PS. | was my 
favorite character, Jin Kazama, while my 
friend was using King. King obviously 
had a whole crack-load of moves that 


TECH TALK 


Maybe you can help me. | am considering buying a large, widescreen 
HDTV. My question is: Would the picture in my videogames be widened 
because of the aspect ratio of the screen? Or would there be black 
bars on the sides similar to the black bars on the top and bottom when 
watching some DVD's? Widening the game picture would make it look 
strange, | think. Also, how big a TV do you recommend? Thanks! 
Lewis K. McCall, mccall4Q@yahoo.com 


Most widescreen TVs have the ability to stretch a 
normal 3:4 aspect image and make it look halfway normal. Of 
course, you can always just look at it with black bars on both 
sides and maintain the exact aspect ratio. More and more games 
are shipping with widescreen modes, however, that take full 
advantage of the, well, wider aspect ratio of newer TVs. Most 
people watch television in their living room from about six feet 
away, and at that distance a 40-50” set is optimal. 


The war between Virtua Fighter and Tekken still continues to 
this day. It’s sort of like the battle between Madden and Sega’s 2K 
series of football games. Personally, | prefer the feel and balance of 
the VF series. | think the characters play very uniquely and that the 
combat system is more refined and responsive. Tekken is still a great 
franchise, but | hate the way that combos are structured and that 
there was no detailed training mode in Tekken 4. Fighting games 
aren’t going to draw in more fans unless they try and teach people 
how to play them. 

Despite this, | play both series often... I just like Virtua Fighter 
better. There are a lot of people out there who will agree with me. 
However, there are probably an equal number who like Tekken 
better. No one is wrong. It’s just an opinion, isn’t it? 


talc talcmace)aline) i (siamo le) Vane] ave malta) [anrste| 
that | would never play again after wit- 
nessing that horrendous move. | felt like 
| needed an ice bag of my own. 


a wee child of 5-6, | was completely 
absorbed into Super Mario Bros. Well, not 
wanting to quit for fear of losing (and not 
being smart enough to pause), | played 
until | peed my pants. Rest assured, | no 





recently. | finally reached 50,000 civilian 
deaths in G7A3. There's nothing like the 
Satisfaction of knowing that you basically 
wiped out Cheyenne, Wyoming!!! 

Randy Peacock Lakewood, CO 


even the CPU didn't use, one of them 
involved your character being on the 
ground, King grabbing your legs and 
spreading them apart, and headbutting 
you in the crotch. | felt Jin's pain, and 
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Joe Carlotta Middletown, OH 


| was playing Stuntman on the very last 
level—the one with the yellow car. | was 
almost there and at the last moment 














MISSIONS VARY BY SKATER 


Presenting Evolution Skateboarding—a heaping helping of pure skating goodness. 
AU liIe) MAO Me) Mm (al-Weelat-lal(-1-)an (a (e1,¢-emm @r-1a- mune lalalemr-lalem-cer-lamtalnelelelam-lielai@Ulencre) 
Zo) a (efowm dar-| aes at-lale(-¥m co) mm -t-(e1a Mo) m@n'.ol0| mm-l(e]a) am e]gemale(-le-mm Ore) ale l0(-1mnclOM (ale) ciey-l--1e) 
missions in Challenge Mode. And then use your skating skills against powerful 


boss characters, including a two-ton semi. Open wide. This promises to be tasty. 


BATTLE BOSS CHARACTERS 





UNLOCK HIDDEN SKATERS 
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2° LETTERS 


Every month we take a look at the coolest PlayStation 2 fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We’ll take 
ons ac sah we can't return annaed coment it toP 


rh, C/O 4 . ii Driv =p BEAD 


@.\ he even nbette, ei F] iaieiea version of t! the 
piece pa us at ; futures orkusa . Be sure to label 
the subject sen “Fan Art.” Now on ietet 9) 


7 ooh 
i Ga 


4 Here > we see Ti Tidus - swimmin’ v with the 
fishes, courtesy of artist JEY KAMA. 


A Check out this awesome MGS2 nic by RICHARE 
KWOK! Our only question is, with Meryl deckec 


PP OETT Wplng hn Dep ra Nn sat te eat tes ARE OEY I Pee Seiya 
out like that, why are a uys frowning: 


. TIMOTHY Th gives us this n nice ee 
of Sub-Zero. Great art, Tim! 


Kingdom Hearts is still burning up time on everyone’s PS2s, so we Heramey PRAM 
thought it appropriate to give it this fan art the spotlight. And hey, it www.phamtastic.com 
didn’t hurt that this is one kick-ass piece! It captures the whimsical nature 
of the characters, while also showing the sentimental feel that... Aw, who vante is about to get nis groove on inthis art =) | Fr... 
are we kiddin’—all we know is that it’s a pretty picture! ___ by HENRY PH, M. The “r r’s eye viev : Sa | « MYRON LOVE's Scorpion says “Who 
feaily nice touc! Sue Tee ae Nts the hell switched my shampoo?” 





before | hit the jets, | forgot which was the now, bought me my very first Nintendo for up all three bullets, so the next time it My fondest gaming memory was when | 
action button to eject, and ended up a Christmas — said “Fire” my gun just clicked and the stepped on my FF7 disk and accidentally 
failing the level with a perfect time. Oh flike a Milwaukee, WI —- Rex ate me. Next it was my friend’s turn. smashed it (sob). 
well, I'll wait through the load screen for The first time, he hit him once and kept Kyle Little Burton, MI 
the 100th time. Last weekend we played Dino Crisis up to running. The second time, he just stood 

zon Green Cove Spring, FL _—_ the very end. You had to shoot the T-Rex there and the Rex ate him. He claims the Lara Croft saying "Now let me get out of 

every time the word “Fire” flashed at the button was stuck, but | think he was just these wet clothes’, then it goes to the 

My best gaming experience is when my bottom of the screen, so | tried first. too scared. main menu... what a tease! 
father, who has been-dead for 3 years When it said “Fire” | shot him, but, | used Robert Carriere Richer MB tic Bellamo West Orange, NJ 
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Earn upgrades to trick 
out your bikes with 
top-of-the-line engines, 
the rider lean in turns. Suzuki and more. wheels and suspensions. 





ee @ YAMAHA 


entertainment LICENSED PRODUCT 


PlayStation. 





Professional rider shown on closed course. 


EVERYONE No purchase necessary to enter or win. Sweepstakes period 9/3/02 to 1/15/03. Open to United States legal residents excluding Florida and Hawaii at least 18 years old. 
——— oo Void where prohibited. Go to www.ridingspirits.net for official rules. Sony Computer Entertainment America takes no responsibility for this offer. 
; < “4 an lagi oe ee S Ltd. All manufacturers, motorcycles, helmets, suits, gloves, boots, names, brands and associated imagery featured in this game are trademarks and/or copyrighted materials of their respective owners. 
Call 1-80Q0-//1-. rights reserved. 
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That issue also contained our 1999 
Holiday Buyer’s Guide, which had some 
of the sweetest game girl art you'll ever 
see (go back and relive the sweetness, if 
Remember way back when the Resident you've got the issue). We were still 


jnetwork 
Media with passion 


The Future Network serves the information needs of 
roups of people who share a passion. We aim to satisfy 


their passion by creating magazines and websites that 





Evil series came out for PlayStation- basking in the glory of the PS2’s smth maps tr eile tne rt une ante a piasure 
~ , to read or visit. This simple strategy has helped create one 
branded consoles? Ah, those were the unveiling the month before, with over of the fastest- rowing media companies in the world: we 
. ; : . . : publish more than 100 magazines, 20 magazine websites 
days. Back in December ‘99, we couldn’t _—_100 screens of launch titles like Ridge and a number of web networks from offices in five 
: ; 7 countries The Furute Network & a public conteeny quoter 
in coun 2 
nae PEE? the train wreck that is Racer V sin Tag and the then-named on the London Stock Exchange (symibot: ENED. 
Resident Evil GameCube-exclusivity, and Gran Turismo 2000. December ‘99 was Media with Passion 
the zombie-killing action was all good. a pretty sweet issue, if you ask us! Bath London tn aFrartmich New York 
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THE BEST STORYLINES EVER. 
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" a ed ; é& g” rs, 
~ pane ed 5 









RATING PENDING ummm 
Visit www.esrb.org 


| or call 1-800-771-3772 PlayStation.e 


for more info. 





The names of all World Wrestling Entertainment™ televised and live programming, talent names, images, likenesses, slogans and wrestling moves and all World Wrestling Entertainment™ logos are trademarks which are the exclusive property of 
Co,and its logo are trademarks of Yuke's Co,, Ltd. JAKKS Pacific and the JAKKS Pacific logo are trademarks of JAKKS Pacific, Inc. THQ and the THO logo are registered trademarks of THQ Inc. All Rights Reserved. "PlayStation" and the "PS" Family logo 





mi y) I ffyieay 
Tin 
ini HAH i 











a 
HMM 

HM tN 

ba 
il 


if 











sie 
Hl 
ania } 
Fe a ee 
Hi 


it} 
Et) 








bi if i 


Hi 
iif 


ii 











; Hi 

Au eA 
(ain Ag 
| 


























™ 





ij 


HUT YOU, 
MOUTH 


: World Wrestling Entertainment, Inc.© 2002 World Wrestling Entertainment, Inc. All Rights Reserved. Game and Software © 2002 THO/JAKKS Pacific LLC. Used under exclusive license by THQ/JAKKS Pacific, LLC. Developed by Yuke's Co,, Ltd. Yuke's 
are registered trademarks of Sony Computer Entertainment Inc. 








World Wrestling www.thq.com 
Entertainment” 














3 MVASTEIRNIes 







Se 
=a = Syste < ; , 
—— ae Free te Ney PRT nee zn 
*y, Py o> Hig ee ee ey = 
— 2h, ot ra bg Pam nd ie 2 es < 
ee ae, ta Nad Ss = 
ee F 
a a 


ig {ie = ‘ 
“ 7! oa _ . = 
nn 


WS Gul! WebihEReNS 


>> 

















WWETEITOES WISE WHEWere Eleess 








SUTeE JETeR TE ZA\ MYSS svernays 
ae i a = 
arrior, Jubeiy returns 





home tog 


tate! WIS Chalet: Wlletex 


byy INC IMECENS 


ey [ee - 
ie i sa eles E, Age = 


ih Foes. 


lta! ave) WES 


| ing 
nateyatjagel et linionss Fueled bys 
"Gh ype ee Silat am nm 


z 


vengeance, Jubei) embarks) 
an epic quest; one which willis 


reveal his ultimate destiny. 2 ) 


. 


RECT pc? JENITLIRE 
DES! > } & int BAY, c iNE Site 


A AAR ne Ete Yala te | 
f + . i L < st | 
GAIVMIE ES ZOOZ - 


Ps Violence 
CAPCOM Blood and Gore 


PlayStationee capcom.com 





©CAPCOM CO., LTD. 2002 ©CAPCOM U.S.A., INC. 2002. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM CO., LTD. ONIMUSHA is a trademark of CAPCOM CO... LTD. Character Yagyu Jubei by ©Yusaku Matsuda 
Office Saku. Characters: OCROWD/©CAPCOM CO. LTD. 2002. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 


